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on  roller  fJrntes. 


cal  games.  Games 
that  take  the 
honorable 
tradition  of 
Summer 

_         Games"  I  and 

II,  Winter  Games7  and  World 
Games"  wax  it  down  and  load 
it  on  the  roof. 

Try  shredding  the  face  of  a 
totally  tubular  wave.  Join  the 
airforce  in  a  BMX  bike  race. 
Screech  around  on  skates 
and  then  rocket  off  the 
skateboard  ramp. 

You'll  be  playing 
for  sponsors  like 
Ocean  Pacific,  NHS 
Santa  Cruz,  CASIO,  Costa 
Del  Mar,  Kawasaki,  and 
Spinjammer.  Fer  trophies  _ 
and  an  overall  championship. 

So  get  air.  Go  crazy    California  games  by 
Welcome  to  the  state. , 
of  California.  -, 

SEE  GAME  BOX  FOR  DETAILS  ON  INSTANT  WINNER  CONTEST 


I^iuntk  a  Jew  Jrft  al'f  the'liii  K  iftt  yvii 

/kiUcboard  tucked  high.  Ana  uhUfywt 

up  {here,  danctfor  ike  croud. 


GIVE  YOUR  Q)MMODORE 
A  FLEET  TO  COMMAND! 


Fleet  System  2+  and  4  are  powerful,  easy  to  use  and 
Inexpensive.  Both  Fleet  System  2+  for  your  Com- 
modore 64  and  Fleet  System  4  for  your  Commodore  128 
include  an  Integrated  Dictionary  and  Thesaurus. 

The  90,000  Word  Dictionary  is  tlie  largest  and  fastest 
available  for  the  C64/128  and  will  spell  check  a  ten  page 
document  in  just  45  seconds.  There's  even  room  for  an 
additional  10,000  "Custom"  words!  The  Integrated  The- 
saurus provides  thousands  of  synonyms  ("like"  words) 
and  antonyms  ("opposite"  words)  instantly! 

Fleet  System  2+  and  4  have  many  other  attractive 
features  such  as:  Extra  Text  Areas,  Mail  Merge,  Preview 


Fleet  ^tjk, 


Filer 


Fleet  Igt" 


"A"  Rating. 

-  Run  Magazine,  March,  1987. 


Function  and  the  ability  to  Insert,  Delete  and  Move  Text 
easily. 

Now  Fleet  System  2  +  and  4  are  easier  to  use  than  ever! 

You'll  find  it  much  easier  to  use  your  C64  with  such  Fleet 
System  2  +  features  as:  Pop-Down  Menus  for  easy  access 
to  all  functions,  Ability  to  Cut  and  Paste  by  words,  sen- 
tences or  paragraphs,  Built-in  Disk  Utilities  and  enhanced 
printer  support. 

If  you  are  a  CI  28  user,  Fleet  System  4  offers  such  powerful 
features  as:  Help  Screens,  Ram-Expansion  Support,  and 
On-Screen  Bold  and  Underline  in  Preview  to  Screen. 

Fleet  Filer  with  Fleet  System  2  +  and  4  at  no  extra  cost! 

Fleet  Filer  is  a  super-fast,  menu-driven  database  that 
handles  up  to  5,000  records  and  20  text  or  numeric  fields. 
In  addition,  Fleet  Filer  will  sort  records  and  input/output 
information  to  Fleet  System  2-i- ,  4  and  most  major  word 
processors.  Fleet  Filer  can  also  be  purchased  separately 
for  only  $39,95. 

For  more  information,  or  the  name  of  the  dealer  nearest  you 
call:  1-800-343-4074. 


PSI 


Professional  Software,  Inc. 
51  Fremont  Street 
Needham,  MA  02194 
(617)444-5224 


Fleet  System  2  + ,  4  and  Fleet  Filer  are  designed  and  written  by  Visiontfonies  Grpup  Inc. 
Commodf e  64  and  1 25  are  registered  trademarks  ot  Com  modore  Electronics  Ltd. 
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The  time:  1400 
hours.  Some- 
where in  the 
Pacific.  Some 
ill-fated  coordi- 
nates in  World 
War  11. 


eyeball  to  eye- 
ball action.  This  time 
around  you'll  be  right  in 
the  middle  of  it  all.  You 
knew  it  wouldn't  be  pretty. 
But  how  tough  could  it 


""'^a-^lt^i^C'p^t-  be  to  rescue  a  downed  pi 


Will  it  be  the  twin 
_40mm  Bofors 
anti-  ^"-^'--^^^^is:^    aircraft 
guns?  Or  the  5"Iead-spewers 
aft?  Depth  charges  f^ 
or  torpedoes?       /r 

ntnnilnf  nv  crnt-Q?  '/ 
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You're  at 
the  helm, 
command- 
ing the 
greatest  con- 
centration of 


tonmni gunnery  fxisiiiom. Man  ifir  fiv-pTiQiiTpv. 


anti-aircmfl  turrrb-  Tlwy'rc  cvmijig  . 


ever  put  in  a  lightweight 
fighter.  The  deadly 
Fletcher  Class  Destroyer. 
You've  embarked  on  the 
first  simulation  that  actually 
•combines  the  intricate, 
large-scale  strategy  of 
jWargamingwith 
the  intensity  of 
furious, 


It  sure  seemed  a  lot  easier 
than  shelling  islands,  escort- 
ing a  convoy  or  hunting  subs. 

Or  so  you 
thought. 
But  now 
look  what 
you've  got. 
Thirteen 
fully-opera- 
tional, ear- 
bursting  battle  stations  to 
worry  about,  all  armed  to  the 
gills.  Not  to  mention  radar. 
Navigation.  Sonar. 

And  half  the  Japanese  fleet 
crawling  up  your  spine. 

Time  to  make  some  tacti- 
cal decisions. 


YOU'VE  ALWAi'S DREAMED  OF 
BEAUTIFUL  MODELS.  Now  you  can 
pick  up  an  entire  assault  fleet,  including 
a  replica  Fletcher  Class  Destroyer,  from 
Rcvett.  Or  win  an  authentic  scrambled 
eggs  flight  deck  cap.  Sweepstakes  details 
are  in  every  box,  or  leritcfor  an  entry 
coupon.  No  purchase  necessary.  Sweep- 
stakes ends  June  13, 1987  Official  rules 
are  available  at  participating;  dealers. 


Any  choice  could  be  your 
last,  so  make  it  good. 
Suddenly,  you  hear  the 
ominous  rumble  of 
incoming  Zeroes. 
You  fire,  and  send 
one  plummeting  to 
the  sea,  trailing  a 
plume  of  smoke. 

On  instinct,  you  in- 
struct the  bridge  to 
commence  evasive  maneuvers. 

Even  though,  by  ^ 
experience,  you 
know  there's  no-  . 
where  to  run.   Jf, 
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FEATURES 

COMING  AHRACTIONS 

. .  .WHAT  LIES  AHEAD  FOR  64  AND  AMIGA  OWNERS  72 

With  over  a  dozen  software  publishers  and  almost  100  new 
packages  described,  you're  sure  to  find  that  title  you've  been 
looki  ng  for.  by  John  Jermaine 


I  DIDN'T  KNOW  THAT  YOU  COULD  DO  THAT  WITH 
A  MODEM! 

Electronic  BBS's  are  on  a  wave  of  popularity.  If  you  search 
beyond  the  pay-subscription  sen/ices,  here  is  what  you'll 
find  lurking  below  the  surface. 
by  Dan  Cutman 
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COVER  STORY 

AMIGA  500  A-Z  66 

Advertised  as  the  "Ultimate  Home  Computer,"  here's  an  A-Z 
sampling  of  the  features  and  peripherals  that  make  the  Amiga 
500  an  exciting  new  entry  in  the  Amiga  family  of  computers. 
byJimGracely 

COVER  PHOTO:  Charles  Bartholomew 
Computer  Graphics:  Richard  Payne 
Models;  Jeff  to/?/? 
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lb  the  Editor: 

I  have  been  attempting  to  find  a  bowl- 
ing league  secretary  progi-am  for  several 
months.  None  of  the  stores  in  my  area 
have  it  or  know  where  to  find  it,  although 
they  all  seem  to  think  it  should  be  readily 
available. 

fm  getting  desperate.  My  wife  starts 
her  duties  as  a  league  secretary  in  about  a 
month.  She  is  not  a  computer  user,  so  she 
needs  a  program  that  is  user-iriendly,  not 
just  a  spreadsheet. 

Can  you  help?  I  have  a  Commodore  64, 
one  disk  drive,  color  monitor  and  an 
Epson  MX80FT  printer 
Sincerely, 
John  Robertson 
Orlando,  FL 

Editorial  Response:  Bowkr  handles 
league  secretary  duties  for  up  to  100  bowl- 
ers and  22  teams  and  is  available  for 
$39.95  from  Raymond  Reynolds,  384 
Hyacinth  Stivet,  Fall  River,  MA  02720, 


lb  the  Editor: 

I  am  writing  to  you  as  Public  Relations 
representative  of  a  Commodore  usere' 
group  known  as  ABCUG  (Another  Balti- 
more Commodore  Users  Group).  We  are 
recognized  by  Commodore  as  an  official 
users'  group  since  we  do  not  pirate  soft- 
ware or  allow  pirated  software  in  our  club 
library. 

At  one  of  our  executive  meetings  it  was 
queried  as  to  whether  any  programs  fi'om 
past  issues  oWommodore  Magazine  have 
been  released  into  the  public  domain. 
Thank  you  for  any  consideration  you 
make  in  this  matter 
Sincerely, 
David  Bowman 
ABCUG 
Baltimore,  MD 

Editorial  Response:  All  rights  to  the  pro- 
grams printed  in  Commodore  Magazine 
are  reserved  by  Commodore  Magazine. 
You  may  freely  distribute  thepmgrams 
printed  here  only  to  club  members  who 
own  that  particular  issue  of  the  magazine. 


%  the  Editor: 

According  to  Shay  Addams'  "Adventure 
Road"  column  in  the  March  1987  issue 
and  a  review  by  Bob  Guerra  in  the  May 
issue  oWommodore  Magazine,  the  game 
Amnesia  by  Electronic  Arts  is  available 
on  disk  for  the  Commodore  64.  Unfortu- 
nately, every  software  store  in  my  area 
has  no  information  about  this  product  and 
even  the  mail-order  companies  that  list 
this  game  in  their  advertisements  seem  to 
encounter  a  sudden  bout  of  amnesia  when 
I  mention  the  game.  I  was  wondering  if 
you  could  perhaps  assist  me  in  finding  out 
if  this  game  has  actually  been  released  for 
the  Commodore  64/128,  and  if  so,  where 
I  could  obtain  it. 
Sincerely  yours, 
Christy  Turtzo 
Nazareth,  PA 

Editorial  Response:  Did  we  forget  to  men- 
tion that  Amnesia  was  to  be  released  in 
August?  Electronic  Arts  reminds  us  tluit 
Amnesia  is  now  in  stock  at  your  local  deal- 
er for  $39.95. 

lb  the  Editor: 

I  have  just  discovered  your  magazine. 
I  think  it's  fantastic  that  we  Commodore- 
owners  have  our  own  magazine, 

I  have  a  problem  with  communications. 
It's  costing  me  hundreds  of  dollars  a  week 
to  verbally  "download"  information, 
instructions  and  graphic  descriptions  to 
my  wife.  I  am  in  the  U.S.  Army  currently 
stationed  in  West  Germany.  I  have  read  a 
variety  of  articles  on  telecommunications, 
but  as  yet  haven't  found  any  information 
about  possible  inexpensive  telelinks  from 
where  I  am  to  Virginia  (or  anywhere  else). 
I  love  my  SX-64, 1  love  my  wife,  too.  I'd 
like  to  get  them  both  to  work  together  for 
my  benefitl  Can  you  help? 
SP4  Walter  Butts 
West  Germany 

Editorial  Response:  You  can  send  electron- 
ic mail  to  your  wife  in  Virginia  24  hoursi 
day,  7  dayslweek  by  contacting:  Compu- 
Serve Information  Services  in  West  Ger- 
many at  6151-83-4641  and  ask  to  speak 
with  Mr.  Jagusch,  or  contact  the  local  MCI 
Mail  office  in  West  Germany. 
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I  he  new  Commodore"  Amiga*  500  is 
everything  you  never  expected  from  a 
home  computer.  That's  because  we  designed 
it  to  excite  you. To  dazzle  your  senses  with 
4096  colors  and  stereo  sound. To  unleash 
your  creativity.  To  allow  things  you  never 
dreamed  possible  in  a  home  computer. 
Because  until  now.  they  really  weren't. 

Like  built-in  speech  synthesis,  so  you'll 
always  have  someone  to  talk  to.  Pro-quality 
3-D  animation  that  lets  even  beginners  put 
their  ideas  in  motion.  Colorful  educattoiii 
programs  that  make  lessons  fun  and  mo 
orable.  A  complete  home  office  with 
powerful  spreadsheet  and  database 
programs— even  word  processing  with 
WDrdPerfect.*  And  unlike  any  other  hom^' 
computer,  the  Commodore  Amiga  500  can 
multi-task,  so  you  can  run  several  programs 
at  the  same  time. 

Hook  it  to  your  VCR  with  an  optional 
RF  modulator,  and  the  Commodore  Amiga 
500  becomes  a  home  video  production 
center.  Paint  graphics  over  video  images. 
Create  moving  3-D  titles.  Produce  your  own 
animated  feature. 

And  for  pure  fun.  enter  the  incredible 
world  of  stereo  Amiga  video  games.  With 
graphics  so  good,  major  video  game  makers 
use  them  in  their  coin  arcade  machines. 
AND  NOW  YOU  CAN  SEE  IT  ALL.  FREE. 

We  captured  the  excitement,  beauty 
and  power  of  the  Commodore  Amiga  500 
on  a  special  VHS  video  cassette  called  The 
Amiga  500  Video  Test  Flight.  If  you're  ready 
for  the  ride  of  your  life,  call  1-800-87-AMIGA 
or  contact  your  Commodore  Amiga  dealer 
to  find  out  how  you  can  get  your  free  video 
demonstration. 

1-800-87-AMIGA 
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It  animates. 

It  educates. 

It's  a  home  office. 

It's  a  video  studio.     

It's  arcade  games  in  stere3!~ 

ft's  the  new  Commodore 
\miga  500  home  computer. 


legisterLii  tiaiirmark  ni  :he  WordPerfect  Coiporjiion.  Marble  Madness  game  screen  tourtesiy  of  Ek'tironit  Art^  7.!jx^ilHan  buslnt-ss  graphic  counesy  of  Oxxi.  Ii-.l-  MwoiLytlo  jntnutron  sf  ree-n  courtesy  of  AegiB  Devclopmenl. 


Don't  Settle  For  Less...fcp 


New,  Factory  Seated  Units 

$227.00 

1571  Disk  Drive $229.00 

1902A $269.00 

Call  for  Price  on  Package  Deals!! 


Commodore  2002  Monitor 

1581  Disk  Drive 

Commodore  128D 

NOW  IN  STOCK! 

CALL  FOR  BEST  PRICES!!! 


COMMODORE  ^C 


^ 


$159.95 

Includes  GEOS  and  Quantum  Link 

1541C  Disk  Drive $179.95 

1802C  Monitor... $199.00 

Call  for  Price  on  Package  Deals!! 


COMMODORE  138::  HARDWARE 

1764  RAM  Expansion 

256K  for  C-64  and  C-1 28   .  .  .     SI  29.00 

1 351  Mouse     939.95 


^MMIGA 

AMIGA  500  $CALL 

512K  RAM  Upgrad&.$159.00 
1080  Monitor. $297.00 


AMIGA  SOFTWARE 

Superbase $99  00 

Logistlx. $99.00 

Balance  of  Power. §31.95 

Defender  of  the  Crown $31 .95 

Deja  Vu $31.95 

Halley  Project $31 .95 

Racier $36.95 

S.D.I $31 .95 

SInbad $31 .95 

Uninvited $33.95 


f^  AlVfl?  r^  AT  T  Tr"RV  Educational  Software  too! 

VX-rU-fXAlJ    \JTXA  I  i  i  i  Ti  JV  X     AII  Games  stocked  for  quick  ship!!! 


MISC  GAMES 

Championship  Boxing $17,95 

Hobbiti $24,95 

International  Hockey SIS. 95 

ACCESS 

Leader  Boan) $29.95 

Leader  Boarel  Toum.  Disk  SI  6.95 
ACCOLADE 

A»  Of  Aces S23.9S 

Hani  Ball S22.95 

hOlled  Until  Dead SCALL 

ACTIONSOFT 

UpPsriscQpe $24.95 

Thunder Chcw>ef $24.95 

ACXrVISION 

GamemakerSdli  Library...  $15.95 
Gamemaker  Sports  Library  ST5.95 
Garry  Kitchen's  Gamemakr  $24.95 
GeABasketbail2on2.-..,.  S24.95 

I  am  the  64 _ S21 .95 

I  am  the  128 524,95 

URle  Computer  Psopis S24.95 

aianghal S26,95 

Spacs  Shuttle St9.95 

BRODERBUND 

Lode  Runner $24.95 

DAVIDSON  &  ASSOC. 
Now  in  stock!  Call  for  price  on  lltles 
DATA  EAST 

Commando $24,95 

Karate  Champ $26.95 

ELECTRONIC  ARTS 

Age  of  Adventure $1 2.95 

America's  Cup $24.95 

Amnesia $29.95 

Artie  Fox $24.95 

Autoduel $37.95 

Bartfs  Tale $32.95 

Bard's  Tale  II $29.95 

Baitf  5  Tale  Clue  Book $10.95 

Battlefnont $29.95 

CarrierealWaf $37.95 


Chflssmasiar  2t)00 S26,9S 

Dan  Dare $16,95 

Europe  Ablaie $37.95 

fJlartle  Madness $23,95 

Mosbius $29.95 

Murder  Party $25.95 

Musk;  Construction  Set ....   $1 2.95 

PHM  Pegasus $27,95 

Pinball  Constrjction  Set ...  $12.95 

Road  to  Moscow $29.95 

Russia $29.95 

Seven  Cities  of  Gold $12.95 

Starfleel  I $32.95 

Touchdown  Football $22,95 

Ultima  I $29.95 

Ultima  III $37.95 

Ultima  IV $4595 

WorktTourGolf $27,95 

EPYX 

500  XJ  JoystiiS $14.95 

Championship  Wrestling .,  $27.95 

Movie  Monster $16.95 

Street  Sports $29.95 

Sub  Baitte $29.95 

Summer  Games $16.95 

Summer  Games  II $26.95 

SuperCyde $16.95 

Winter  Games $27.95 

Worta  Games $29.95 

World's  Greatest  Baseball    $24.95 
World's  Greatest  Football     $26.95 

Create  a  Calender $CALL 

FIREBIRD 

EBle $22.95 

INFOCOM 

Hitchhiker's  Guide $22,95 

Leather  Goddesses $24,95 

Wishbnnger $25,95 

INVISICLUE  BOOKS  FOR 
ANY  INFOCOM  GAME  $6.95 

MICROPROSE 

Aerojet $24,95 

F.15  Strike  Eagle $21 .95 


Gunship $24,95 

Kenneijy  Approach $24,95 

NATO  Commander $24,95 

Pirates $25,95 

Silent  Service $24,95 

Solo  Flight $24  95 


LANCE  HAFNER  for  ih,  b^ 

3inl  FoD!3a'i 529,95 

Basketball.  Itie  Pro  Game.,  $29,95 

Final  Four  Basketball S29.95 

Coming  Soon .,.  Basel^all  <!> 


MINDSCAPE 

Fisl .„..  $<9  95 

Indiana  Jones $22,95 

Infiltrator $21 .95 

Parallax $19.95 


C-64  BUSINESS  AND  PRODUCTIVITY 


C-frt  DATABASES 

Bank  Street  Filer .,.  $34.95 

Consultant  $39,95 

Data  Manager $19,95 

Fleet  nier $29.95 

Profile  64 $36.95 

C-64  INTEGRATED  PKGS 

Homepak $39,95 

Trio $CALL 

Vizastar644K $39,95 

C-64  SPREADSHEETS 

Calkil $39,95 

Swiltcalc64w.'sideways,..  $39,95 

Sideways $19,95 

C-64  WORD  PROCESSORS 

Bank  Street  Writer $CALL 

Forit  Master  It $34,95 

Font  Master  64  „ $34.95 

Paper<;lip  w/speltpack $49,95 

Pocket  Writer  Dictionary  ,,.  $19.95 

Won3pro3*/64 $14.95 

Word  Writer  64  w.'spallef..  S34.95 
FINANCIAL  &  ACCT. 
Tlmewoi1(S  Electr,  Checkbk  $1 9,95 


Perfect  Score  :SAT  prep  ,,    $49,95 
Star  Trek  Promethlan  Adv    529,95 

Uchi  Mala $19,95 

Urtdium $26,95 

Call  lor  prices  on 

other  MINDSCAPE  productal 

SIMON  &  SHUSTER 

Paper  Airplane  const $24,95 

Spy  Hunter $19.95 

Star  Trek-Kobayashi  alt,  .„  $29,95 

T^ng  Tutor  III $29,95 

SUBLOGIC 

Fight  Simulatof  II $32,95 

Football  $37,95 

FS  II  Scenery  disk $15.95 

Jet  $29,95 

Pure  Stat  Baseball $37,95 

Tlmeworks  Money  Mgr $19,95 

GRAPHICS 

BroderbundPnntShop,,.,  $25  95 

Prim  Shop  Companion  „„  $22  95 

Graphics  Library  I. Il.of  III  „  $16.95 
120  sheet  color  paper  reMI 

40eachred,  blue,  gold,,,.  $8.95 

C!p  Art  I $19.95 

Clip  Art  II 5CALL 

Graphics  Scrapbk  1  or  2...  $1 7.95 

Newsroom $34.96 

Picasso's  Revenge  w/pen  $42.95 
MISC.  HARDWARE 

Eslas  pm  supply  for  C-64  554.95 

Naverone  3  Slot  expander  $27.95 
UTILITIES 

Cettrticate  Maker    $32.95 

ThinklngCap  $32.95 

Certificate  Library  524.95 

ToyShop  ,., .  $42.95 

Holiday  Pack  $16,95 

CSM  1541  align  S34.95 

Fas!  Load  $24,95 

Merlin  64  534,95 


COMMODORE  1tS£      i 
SOFTWARE         ^ 

WORD  PROCESSOR 

FLEET  SYSTEM  III $CALLi 

w/spefl  &  thesaunjs 

FLEET  SYSTEM  4 $56.95' 

Font  Master  123  .„ $44, 95: 

Ghostwriter  128 $29.95J 

JANE i32.95 

PAPERCLIP  II $CAUJ' 

PERFECT  WRITER $CAU.. 

SUPERSCRIPT  128 $59,95 

TERM  PAPER  WRITER $34,95 

VIZAWRITE  128 SCALL 

WORDPRO  128 . .- $59,95. 

WDWRITER  l2Sw;5peU $49.95" 

SPREADSHEETS 

E  PYX  MULTIPLAN S39,9SJ 

PERFECT  CALC $CAU.] 

SWIFTCALCl28w/sdways„  $49,95.1 

DATA  BASES 

CONSULTANT $39.95' 

DATE  MANAGER  128- $CALL 

FLEET  FILER $29.95' 

PERFECT  FILER $CALL| 

PROFILE  128 $59.95 

SUPERBASE  128 $CALL: 

MISC.  128  SOFTWARE 

ACCOUNTANT  INC S69.9S' 

DESK  MANAGER  128 $34.95 

lamtheC12B $24,9Si 

VI2ASTAR 128 $CALL' 

MACH128 $39,95 

PARTNER  128 ....$54.95. 

PERSONAL  ACCT.128 $34.95 

SYLVIA  PORTER'S  personal 
linance  planner $54.95 


*ra 


TUSSEY  COMPUTER  PRODUCTS 


P.O.BOX  1006,  STATE  COLLEGE,  PA  16804 


K.     ,,JJUUMWUJJMJUa>MWWWr"i'<gaBWBWi 


Ships  it  Federal  Express 


PRINTERS  1 

PRINTER  PACKAGES      1 

ALLPRINTEHS  INTERFACE  WFTH  C-64  or  CI  28             1 

^c^K 

NP-10  &  XETEC  Supergraphix  Jt $179.95 

NX-10  &  XETEC  Supergraphix $224.95 

NX-10  &  XETEC  Supergraphix  Jc $209.95 

PANASONIC 

10801  &  XETEC  Supergraphix $209.95 

lOeoi  &  XETEC  Supergraphix  Ji $197.95 

RKTKOSHA 

SP-1200  A!  &  XETEC  Supergraphix $CALL 

SP-1200  Al  &  XETEC  Supergraphix $CALL 

.i.^ii^'iii  r  — ;f — (ii 

NP-10 $144.95 

NX-10... $169.95 

PRICES  ARE  FALLING  ON 
ALL  STAR  PRINTERS!! 
Call  for  latest  price  on 
ND-10       ND-15 
NR-10       NB  SERIES 

1  yf  warranty 

LX-800 .3..  $179.00 

FX-86E $317.00 

FX-286E $447.00 

LQ-800 $447.00 

LQ-1000 $627.00 

EX-800 $387.00 

EX-1000 $497.00 

SEIKOSHA 

2  yr  warranty 

SP-180VC $149.00 

SP-1000VC $149.00 

SP-1200  Al    $CALL 

120cps,  NLQMode 


SUPERGRAPHIX 
Inlertace  w/fik  bufler  down 
loadable  1onts„.,.....,...„ S59.9S 

^ 

SUPER  GRAPHIXJR                             | 
Printer  Interlace %A2JX 

Pocket  Writer  2 $42.95 

Pocket  Filer  2 $42,95 

Pocket  Planner  2  _..  $4  2.95 

Diglial  Superpak $74.95 

Dictionary $12.95 


DISKS 

per  box  of  10 
BONUS  DISKS 

SS/DD $6.45 

DS/DD $6.95 

TUSSEY  DISKS 

CLOSEOUTS !!! 

SS/DD $4.49 

DS/DD $4.99 

Call  for  Prtca  an  VorbJitlm 
and  Uaiell  Disksll 


PANASONIC 

2  yr  warranty 

10801 $159.00 

10911 , $189.00 

10921 $CALL 

1592 $389.00 

1595 $439.00 

3131 $259.00 

3151 $399.00 


RGB/COMPOSITE  COLOR  MONITORS  FOR  THE  128 

COMMODORE  19a2A 
eOO  I  940  Rasolullan. 

'.°r:^';:?.:^.t.i...  $269.oo 

MAQNAVOX  8562 

600  X  240  ResoJution. 

3  Modes-  3  yr  warrant/  jnfiQ  QO 

THOMPSON  iizo" 

560  »  240  Resolulion. 

,.„.. $229-00 

All  3  monriora  JfKJude  cables  lo  Commodore  128 


Abacus 


ALL  TITLES  IN  STOCK  a 
Call  for  price  on  all  books  and  software  titles 


MODEMS 

SHAREDATA $36.95 

VOLKS6^e03IXVI»lDluui     SCALL 

teso $CAa 

COMPUSERVE  STR  KIT . .  SI  9  95 
PLAYNET  STARTER  KIT    ,  $1 4  95 


MODEM  MANIA 

1670  MODEM $CALL 

1200  Baud,  w/Software 
1660  MODEM $42.95 

300  Baud,  w/Software 


Software  orders  over  $50.00  will 
be  shipped  FEDERAL  EXPRESS 

(yes  even  at  these  prices).  You  only  pay  TCP's  standard  shipping 
charge  of  S4.00  per  order.  This  offer  also  valid  on  peripherals  and 
accessories  under  8  pounds.  Orders  arriving  before  11:00  AM  our 
time  will  be  shipped  out  same  day.  If  part  of  your  order  is 
backordered  the  remainder  will  be  shipped  UPS  Ground  for  FREE 

Computerized  order  entry,  processing 
andstatusallowTCPtoserveyoufaster 
and  better 


To  order  by  fnall:  We  accept  money  order,  certified  check,  personal 
check.  Allow  2  weeks  for  personal  check  to  clear. 
Shipping:  $4,00  for  software  and  accessories/  $10.00  for  printers  and 
color  monitors/  $6.00  for  disk  drives  and  other  monitors/  Add  $3.00 
per  box  shipped  COD  Call  for  other  shipping  charges.  Additional 
shipping  required  on  APO,  FPO,  AK,  HI,  and  foreign  orders. 
Terms:  ALL  PRICES  REFLECT  CASH  DISCOUMT,  ADD  1,9%  FOR 
MASTERCARD  OR  VISA.  All  products  include  factory  wananty. 
ALL  SALES  ARE  FINAL  Defective  items  replaced  or  repaired  at  our 
discretion.  Pennsylvania  residents  add  6%  sales  tajt.  Prices  and 
terms  subject  to  change  without  notice. 
■  Purchase  orders  are  accepted     ■  We  accept  filaslercard,  Visa, 


from  qualified  corporations  and 
nsthulions. 

No  sales  tax  on  orders  outside 
olPA. 

Buy  with  confidence.  We  honor 
manufacturers  warranty. 


COD  and  mail  orders. 


EDUCATIONAL  AND  CORPORATE  ACCOUNTS 
Weofferalulllme  of  services  catering  to  you,  Including  ; 
quick  turn-around,  personal  service,  and  the  flexibility  to 
serve  yourorganlzations  needs.  Credit  Approval  In  24  hrs 
for  any  organization  with  a  good  D&B  rating.  To  reach  our 
Educational  and  Corporate  Sales  Department  directly, 
Call  1-800-533-1131.  Inside  PA  Call  814-234-2236 


CMS 


General  Acct  System 

includes:  •  General  Ledger 

•  Accta  Receivable  ♦  Billing 

Statements  •  Accts  Payable 

•  Check  Writing  •  Job 

Costing  •  Payroll 

Pkg.  Price  for  all  Modules: 

C128v«rso)l $124.95 

CB4  version  .- S1 19.95 


n  Berkeley 
Softworfcs 

GEOS $39.95 

Geo  Calc $CALL 

Geo  File SCALL 

Geodex $27.95 

Deskpacl< $22.95 

Fontpacl( SCALL 

Writers  Workshop  ...$33.95 


OPEN:  9am-9pm  M-Tbur,  9am-6pm  FrI,  lOam-epm  Sat,  Noon-6pm  Sun  EAST  COAST  TIME 


CALL  TOLL  FREE  t -800-468-9044 


INSIDE  PA  CALL  814-234-2236 


NEWS  •  NEWS  •  NEWS  •  NEWS  •  NEWS  •  NEWS  •  NEWS  •  NEWS 


AMIGA  500 
VIDEO  TEST 
FLIGHT 
PROGRAM 
TAKES  OFF 

O  Commodore  has  announced 
that  the  Amiga  500  Video  Test 
Flight  program  will  begin  on 
September  50, 1987.  This 
innovative  program  is  intended 
to  assist  perspective  Amiga  500 
purchasers  by  providing  them 
with  a  VHS  video  tape 
demonstrating  the  power  and 
versatility  of  the  Amiga  500.  The 
tape  is  available  free  of  charge  at 
any  Amiga  500  dealer.  Stop  by  an 
Amiga  500  dealer  to  get  your  free 
copy  of  this  informative  tape 
today! 

PROJECT: 

STEALTH 

FIGHTER 

AND 

AIRBORNE 

RANGER 

IVLlcroProse  Software  has 
introduced  ProjectiStealth 

Fighter,  a  jet  fighter  simulation, 
and  Airborne  Hanger,  an 

arcade/simulation. 
ProjertiStealth.  Fighter  is  a 

simulation  of  a  radar-elusive  jet 
fighter,  featuring  3D  out-the- 
wlndow  viewing  and  an  advanced 
cockpit  with  more  than  30 
controls.  The  scenarios  are  based 
on  Air  Force  recoimaisance 
missions.  Alrhome  Ranger 
parachutes  you  on  solo  missions 
behind  enemy  lines,  v/here  you 
embark  on  infiltration  and 
commando  combat  missions. 
Joystick  control  moves  your 
soldier  in  eight  directions  over 
full-scrolling  3D  terrain. 

The  games  are  available  for  the 
64  and  128.  For  more 
information  contact  MlcroProse, 
180  Lakefront  Drive,  Hunt  VaUey, 
MD  21030.  Or  caU:  {301  )-771- 
1151. 


AMIGA  500  SETS  SALES 
RECORDS 

^Commodore  sold  out  the  initial  production  run  on  the  Amiga  500 
within  the  first  two  weeks  of  product  shipment  and  continues  to  take 
reorders  in  large  markets  such  as  Boston  and  Los  Angeles.  The 
Amiga  50O's  initial  sales  are  the  most  impressive  since  the 
successful  launch  of  the  Commodore  64,  according  to  Richard 
Mclntyre,  Senior  Vice  President,  Sales  and  Marketing.  "We  are 
dehghted  with  how  well  the  Amiga  500  is  selling  through,  especially 
during  the  weeks  before  launching  our  national  advertising 
campaign,"  said  Mclntyre.  The  Amiga  500  is  currently  available  at  a 
suggested  retail  price  of  S699. 

2  MEGABYTE  BOARD 
FOR  AMIGA 


PRODUCTIVITY 
PERIPHERALS 
FOR  AMIGA 
500 

\J  Ltd.  has  announced  two  new 
products  for  the  Amiga  500.  ( 1 } 
C  Ltd  Controller  500  allows  all 
"Small  Computer  Systems 
Interface"  (SCSI)  products  to 
communicate  with  the  Amiga 
500.  This  includes  almost  all  SCSI 
hard  drives  as  well  as  future  SCSI 
devices  like  CD-ROMs  and  WORM 
Optical  devices.  C  Ltd  Controller 
retails  for  S199,95. 

(2)  Internal  RAM  Memory 
Expansion,  a  512K  MM 
memory  card,  features  a  built-in 
clock/calendar,  a  4-layer  board 
and  socketed  RAM  chips  for  easy 
serviceabDity.  The  card  is 
avaUable  for  S  199.95. 

For  more  information  contact 
C  Ltd.  723  East  Skinner,  Wichita, 
KS  67311.  Or  caU  Greg  Brumley: 
(316)267-3807. 

FIVE  SOFTWARE 

TITLES 

RELEASED 

UNDER 

ELECTRONIC 

ARTS 


E 


IViicron  Technology  has  announced  a  S  megabyte  board  for  the 
Amiga  500, 1000  and  3000  series.  The  memory  board  is  inserted  into 
an  expansion  slot  on  the  motherboard  of  the  Amiga  2000,  while  an 
expansion  chassis  must  be  purchased  along  with  the  memory  board 
for  the  500  and  1000. 

The  2  megabyte  board  lists  for  S496  plus  $55  for  the  expansion 
chassis  with  interface  card.  For  more  information  contact:  Micron 
Tbchnology,  Inc.,  Systems  Group,  2805  East  Columbia  Rd.,  Boise,  ID 
83706,  Or  caU:  1-800-642-766L 


lectronic  Arts  has  announced 
the  release  of  five  new  titles  from 
three  of  its  AfTiliated  Labels: 
DataSoft,  Game  Designers' 
Workshop  and  Strategic  Studies 
Group.  Video  Title  Shop  and 
accompanying  data  disk  Video 
Title  Shop  Graphics 
Companion  from  DataSoft  bring 
video  production  to  the 
Gonunodore  64.  With  iVCB,video 
camera  and  Commodore  64  or 
128,  any  home  video  production 
can  be  enhanced,  or  specialized 
color  video  productions  may  be 
created.  DataSoft's  Alternate 
Reality:  The  Dungeon  is  the 
second  in  the  Alternate  ReaUty 
fantasy  role  playing  series  for  the 
64  and  128,  Including  four  levels 

Continued  on  Jig.  10 
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PACKED  with  PROGRAMS 


EIGHT  PROGRAMS  AND  MORE  ON  EVERY  DISK. 

What's  the  opposite  of  "downtime"?  It's  UPTIME,  of  course. 
Just  imagine  ...  a  disk  each  and  every  month,  delivered  right 
to  your  door  and  packed  with  programs  for  your  Commodore. 

We  make  it  easy  and  inexpensive.  You  deserve  value.  At 
UPTIME  we  believe  in  value.  That's  why  each  month  30,000 
people  like  you  enjoy  a  disk  full  of  programs  and  information. 

Make  your  life  easier!  Get  more  from  your  computet 

Organize  your  life  and  be  more  productive  with 
home  management  programs.  Expand  your 
knowledge  with  educational  programs. 
Relax  and  enjoy  monthly  games  or 
adventures.  Make  using  your 
Commodore  a  snap  with 
helphil  tutorials  and 
handy  utilities. 
It's  terrific! 


DISCOVER  UPTIME.  You  deserve  the  best  from 
your  Commodore.  Have  the  best  and  save  the  most 
with  UPTIME. 

Subscribe  now  and  save. 

You  won't  believe  the  low  price!  Satisfaction  guar- 
anteed or  your  money  back.  Make  the  very  next 
disk  yours.  Rll  in  the  coupon  and  retum  it  to  us, 
or  simply  call.  We'll  start  your  subscription  im- 
mediately. Ibr  immediate  service,  call  toll-free: 

1-800-437-0033 

anytime,  day  or  night. 


^J^' 
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Flip  'Em  ■  Brain  Teasers  ■  Shopping  Lister 
■  Video  Phile  ■  Calendar  Creator  ■  File 
Appender  ■  Norn  de  Plume 
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Continued  from  pg.  8 
of  dungeons  filled  with 
challenges  and  monsters.  In 
Road  to  Moscow  (64 )  from 
Game  Designers'  Workshop, 
players  relive  the  War  in  Russia 
between  1941  and  1945.  Take  and 
hold  strategic  cities  before  the 
computer  or  your  opponent 
accumulates  reinforcements,  and 
you  win.  Battles  in  Ifoniiandy, 
Jime-Joly  1944  from  Strategic 
Studies  Group,  is  the  sequel  to 
Battlefront.  This  game  for  the 
64  and  128  is  based  on  D-Day  and 
the  fighting  around  the 
beachhead  that  followed.  Players 
can  relive  scenarios  as  set  up  in 
the  game  or  design  their  own 
new  ones. 

For  more  information  contact 
Electronic  Arts,  1820  Gateway 
Drive,  San  Mateo,  CA  94404.  Or 
caU:  (415).571-7171. 

SESAME 
STREET  GOES 
HI  TECH 


THE  GUILD  OF  THIEVES    GEOS 


F 


Hi 


Li  Tech  Expressions  has 
acquired  the  publishing  rights 
for  a  line  of  Sesame  Street 
software  developed  by  Children's 
Television  Workshop.  The  first 
six  preschool  titles  will  be 
marketed  under  the  Sesame 
Street  trademark  and  will  be 
priced  at  S9.95  each.  All  titles  are 
available  for  the  Commodore  64; 
Afltro-Grover  —  a  numbers 
game;  Ernie's  Magic  Shapes  — 
a  shape  and  color  matchmg 
game;  Big  Bird's  Special 
Delivery — an  object 
recognition  and  classificatian 
game;  Pals  Around  Town  —  an 
animated,  get  to  know  the 
neighborhood  activity;  Ernie's 
Big  Splash  —  an  animated  maze 
builder;  Grover's  Animal 
Adventures — an  animated  visit 
to  different  animal 
environments.  For  more 
information  contact  Hi  Tech 
Expressions  at  1700  U.W.  65th 
Ave.,  Suite  9,  Plantation,  PL 
S3313.0rcall:(800)-848-9273. 


irebird  has  released  The  Guild  of  Thieves,  the  sequel  to  The 
Fawn.  The  Guild  of  Thieves  is  an  illustrated  adventure  which 
takes  place  in  the  mythical  kingdom  of  Kerovnia.  Magnetic  Scrolls, 
the  programming  team  for  both  adventures,  has  combined  dialogue, 
graphics,  humor  and  puzzles.  A  40-page  novella  is  included  with  the 
program  disk,  plus  a  Bank  of  Kerovnia  credit  card,  an  Indenture  and 
Contract  of  Service  Certificate,  dice,  play  guide,  and  more. 

Suggested  retail  price  is  S39.95  for  the  Commodore  64,  For 
more  information  contact  Firebird,  PC  Box  49,  Ramsey,  NJ  07446.  Or 
can  Tom  Benford,  (201  )-920-7527. 


HOME  DESIGNER 

JDriwall  has  introduced  Home  Designer,  a  CAD  package  that 
allows  you  to  create  detailed  drawings  and  to  print  out  your 
drawings  on  a  dot-matrix  printer.  Home  Designer  does  not  rely  on 
bit-map  programming;  instead  it  stores  and  displays  your  drawing 
using  a  complex  set  of  algorithms.  The  program  includes  accurate 
scaling,  five  differenc  drawing  layers  and  support  of  library  figures. 
Home  Designer  can  be  used  for  house  plans,  scalmg,  mechanical 
drawmgs,  engineering,  schematics,  quilt  patterns,  etc. 

Home  Designer  sells  for  S49.95.  For  more  information  contact 
Briwall,  PC  Box  129,  Kutztown,  FA  19530. 

EXPRESS  PAINT! 


±  AE  Software  has  Introduced  Express  Paint!,  a  combination 
desktop  publishing  and  paint  program  for  the  Amiga.  In  addition  to 
the  paint  program,  the  package  is  capable  of  typesetting  text  files 
created  by  Notepad  or  other  editors.  Its  Overlay  mode  saves  valuable 
memory.  Features  include  multiple  brushes,  distortion  effects, 
flexible  printer  interface,  scrollable  canvas,  formatted  text  in  any 
shape,  desktop  publishing  in  color,  zoom  lens  and  more. 

Express  Paint!  now  sells  for  S79.95.  For  more  information 
contact  PAR  Software,  Inc.  PO  Box  1089,  Vancouver,  WA  98666.  Or 
call:  (206)-694-1539, 


MOUSE 
SUBSTITUTE 


Runcorn  has  begun  shipping 
IconTroUer,  a  keyboard- 
mounted  joystick  for  the 
Commodore  64  and  128.  Designed 
specifically  for  the  GEOS  gystem, 
IconTroUer  mounts  directly  on 
the  keyboard  surface.  "So  many  of 
our  customers  have  told  us  that 
GEOS  calls  for  a  better  input 
method  than  mice  or  a  ftill-sized 
joystick  provide.  We  designed 
IconTroUer  for  them,"  said  Tom 
Quinn,  Suncom  president. 

Suggested  retail  price  including 
a  two-year  warranty  on  the 
IconTroUer  is  $19.99.  For  more 
information  contact  Suncom, 
260  Holbrook  Drive,  Wheeling,  IL 
60090.  Or  call:  (312)-459-8000. 

KNIGHT  ORG 

J  irebird  has  released  Knight 
Ore,  a  three  part  illustrated 
adventure  game  for  the 
Commodore  64, 128  and  Amiga. 
The  game  scenario  casts  you  as 
an  oppressed  ore  in  a  magical 
world  filled  with  illusion. 
Graphics  illuminate  the  fast- 
paced  adventure  which  features 
full  character  interaction  and 
cross-communication.  High-level 
commands  are  accepted  and 
understood  thanks  to  an 
advanced  language  interpreter 
and  1000  word  vocabulary. 

Knight  Ore  is  available  at  a 
suggested  retail  price  of  S39.95. 
For  more  information  contact 
Firebird,  PO  Box  49,  Ramsey,  NJ 
07446.  Or  call:  (201)-920-7527. 

Continued  on  pg.  12 
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NBA  FRANCHISES  AVAILABLE: 
RATES  REASONABLE! 

(REQUIREMENTS;  Knowledge  of  professional  basketball. 

Capable  of  dealing  with  giants.  Ability  to  handle 

high-pressure  situations.  Must  bring  own  temper.) 

Can  YOU  do  the  job? 

Find  out  if  you  have  what  it  takes  in  NBA,  the  animated  stat- 
based  basketball  game.  Take  control  of  Larry  Bird,  Dominique 
Wilkins,  Michael  Jordon,  Kareem  Abdul-Jabbar  and  Bob  Cousey. 
Pick  the  starting  line-ups,  send  in  substitutes  and  call  for  the 
fast  break  and  full-court  press.  NBA  takes  into  account 
everything  that  occurs  on  court.  On  offense,  you  call  the  play. 
Choose  the  sequence  of  passes,  but  be  careful:  it  increases  the 
chance  of  two  points,  but  also  can  lead  to  a  steal  or  blocked 
shot.  Work  the  outside,  or  just  go  for  the  three-pointer.  On 
defense,  set  up  outside  or  close  to  the  basket,  go  for  the 
rebound,  or  turn  on  the  pressure  and  try  for  a  steal,  A  good 
NBA  coach  has  to  work  the  bench  as  well  as  the  floor.  Each 
player's  stamina  is  rated  by  the  number  of  minutes  he  can  play. 
Use  up  your  starter  too  early  in  the  game,  and  you'll  have  to 
send  in  a  sub  during  those  final  crucial  minutes,  and  that  could 
turn  an  overwhelming  victory  into  a  closely-contested  defeat. 

From  the  designers  of  Super  Sunday,  NBA 

Is  the  first  and  only  fully-animated 

statistically-accurate  basltetball  game 

on  the  marltet,  coming  in  like  a  fast  break 

with  the  following  features: 

•  A  STAT-KEEPER  PROCDAM  that  allows  you  to  keep  track  of  how 
well  your  team  is  doing.  This  valuable  accessory  lets  you  save 
stats  from  the  NBA  game  for  later  review.  Individual  players' 
performances  and  statistics  are  updated  throughout  the  game. 
You  can  view  them  during  and  after  the  game  on  your  screen 
or  printer. 

•  20  GBEAT  TEAMS  from  the  1959-60  Boston  Celtics  to  the  four 
top  teams  from  the  1985-86  season:  Boston,  Milwaukee, 
Houston  and  Los  Angeles!  In  between  are  some  of  the 
greatest  teams  that  ever  played  the  game:  the  1966-67 
Philadelphia  76ers  with  Wilt  Chamberlain  and  the  classic  match- 
up from  the  1969-70  season  between  the  Lakers  and  the  Mew 
York  Knicks! 

•  YOUR  BRILLIANT  PLAY  re-enacted  by  all  10  players  on  screen, 

•  THREE  MODES  OF  PLAY;  head-to-head,  solitaire  and  autoplay.  The 
autoplay  function  also  allows  you  to  play  the  same  teams  several 
games  in  a  row  ...  a  needed  option  to  replay  a  season. 


NBA  can  be  played  on  the  Apple®  II  family, 
Commodore®  64/128  or  IBM®  PC  computers. 
Price:  S39.95. 

Watch  lor  the  release  of  Accessory  disks;  1887 
Season  and  GM  Disk. 

Available  at  leading  game  and  computer  stores 
...  or  call  TOLL  FREE  1-800-638-9292 

Ask  for  Operator  CM11 
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CODEQUEST'87 
PROGRAMMING 
CONTEST 


Ma 


Lagazmes  on  Disk,  publishers 
of  Softdlsk,  Loadstar  and  Sig 
Blue  Disk  hardware- specific 
disk  monthlies,  announced  its 
annual  programming  contest  for 
Apple  11,  Commodore  64/128  and 
IBM  PC/compatibles.  Cash  prizes 
totaling  more  than  $5,000  will  be 
awarded  to  first,  second  and  third 
place  winners  in  each  division. 
Original  entries  are  due  by 
January  31, 1988.  Program 
categories  include  games, 
graphics,  music,  educational, 
home  and  business  applications 
and  utilities.  AH  winning  entries 
will  be  published  in  one  or  more 
of  the  disk  monthlies.  Programs 
submitted  elsewhere  are 
ineligible.  In  addition  to  cash 
prizes,  program  authors  will 
receive  contract  fees  for 
nonexclusive  rights  to  publish 
their  programs.  Winners  will  be 
announced  March  1. 

For  CodeQnest  '87  contest 
rules  and  entry  forms,  write  to 
Magazines  On  Disk,  PC  Box 
30008,  ShTBveport,  LA  71 130- 
0008.  Or  caU:  (318}-221-8718. 


PROTOTERM  128 

TELECOMMUNICATIONS 

PACKAGE 

Driwan  has  announced  the  release  of  PROTOTESM  128,  a 
telecommunications  package  for  the  Commodore  128.  PROTOTEBM 
128  features  48K  Text  buffer  with  split  screen,  scrollable  vnndow; 
supports  MM  expander  as  an  extra  separately  controllablfe  text 
buffer;  multi-number  autodlaling,  Terminal  Setup  program;  supports 
300/1200  baud  rates  with  1650, 1660, 1670  or  compatible  modems; 
supports  XMODEM.  Punter,  Punter  multi-file  and  WXMODEM 
transfer  protocols. 

PBOTOTBBM  128  is  avaUable  for  S  12,95  from  Brlwall,  FO  Box 
129,  Kutztown,  PA  19530. 

BANK  STREET  SCHOOL 
FILER  DATABASES 

Ounburst  has  announced  the  availability  of  the  Bank  Street 
School  Filer  for  the  Commodore  64  and  128.  In  addition,  six  new 
databases  have  been  added  to  Bank  Street  School  Filer:  Animal 
Life,  Astronomy,  Endangered  Species,  North  America,  Space 
and  United  States.  The  data  bases  offer  teachers  quick  access  to 
documented  information  on  each  subject.  Each  data  disk  can  be 
updated  and  teacher's  guides  provide  classroom  lessons,  suggestions 
and  activity  sheets.  Each  database  contains  a  glossary  on  new 
vocabulary  and  a  bibliography  of  related  readings. 

Each  package  seUs  for  S59.  For  more  information  contact 
Sunbuist  Communications  Inc.,  39  Washington  Ave.,  PleansantviUe, 
NY  10570.  Or  call:  (914)-769-5030. 


TYPING 
TUTOR 

Dimon  &  Schuster  has 
introduced  Typing  Tutor  IT  for 
the  Commodore  64  and  128  in  64 
mode.  Typing  Tutor  IV 
determines  your  initial  typing 
ability,  then  works  with  you  to 
set  progress  goals,  determining 
the  speed  you  wish  to  achieve  and 
the  weekly  practice  time  you  can 
manage.  Tyjlng  Tutor  IVs 
Natural  Language  Generator 
simulates  real  life  typing 
experiences  using  words  that 
contain  the  keys  you're  learning. 
Also  included  is  Letter  Invaders, 
an  arcade  style  drUl  game. 

Typing  Tutor  IV  retails  for 
$39.95.  For  more  information 
contact  Simon  and  Schuster 
Software,  1  Gulf  -^  Western  Plaza, 
New  York,  NY  10023.  Or  call: 
(212)-373-8882. 

BRODERBUND 
VALUE  PRICED 
SOFTWARE 


DRIVE 

jftxcoladehas  released  Test 
Drive,  a  driving  simulation  for 
the  Commodore  Amiga,  64  and 
128.  You  can  test  drive  a  Ferrari 
Testarosa,  Lamborghini  Coun 
tach,  Lotus  Esprit  Turbo  and 
several  other  sports  ears.  The 
object  of  Test  Drive  is  to  drive 
different  sections  of  highway 
within  a  certain  time  limit. 

Test  Drive  retails  at  S44.95 
for  the  Amiga  and  $29.96  for  the 
64  and  128.  For  more  information 
contact  Accolade,  20813  Stevens 
Creek  Boulevard,  Cupertino, 
CA  95014.  Or  call:  (408}-446-57S7, 


YAK'S  PROGRESS 

E 


urosoft  International  Inc.  announced  the  introduction  of  Yak's 
Progress,  a  compilation  of  eight  games  from  Britain's  #1  Games 
Programmer,  Jeff  Mlnter.  Yak's  Progress  allows  Commodore  64  and 
128  users  to  experience  some  of  the  most  unusual  arcade-style  games 
devised  across  the  Atlantic.  Yak's  Progress  includes  such  titles  as 
Revenge  of  the  Mutant  Camels,  Laser  Zone,  Sheep  in  Space  and 
Metagalactic  Llamas.  Most  of  the  games  revolve  around  the 
attempted  domination  of  Earth  by  the  forces  of  Zzyax  and  Irata,  with 
an  array  of  the  most  devious  weapons  known  to  mankind.  Smooth- 
scrolling  graphics  editors,  multi-level  attack  modes  and  advanced 
music  scores  accompany  all  the  adventures. 

Yak's  Progress  is  avaOable  for  the  Commodore  64  and  128  for 
$19.95.  For  more  information  contact  Eurosoft  Mernationa!,  114 
East  Ave.,  Norwalk,  CT  06851.  Or  caU:  (203)-838-9890. 


B 


roderbund  Software  has  an- 
nounced a  new  line  of  "Value 
Priced  Software."  The  line  includes 
such  titles  as  lode  Runner,  the 
award  winning  adventure  Karate- 
ka  and  productivity  titles  from  the 
Bank  Street  line.  The  software  is 
available  on  the  Commodore  64 
and  128  and  will  carry  suggested 
retail  prices  of  S  14.95  to  $29.95, 
to  be  sold  through  mass  merchan- 
disers and  software  specialty 
stores.  The  products  will  be  sold 
in  their  original  "fipont-Une" 
packaging. 

For  more  information  contact 
Broderbund  Software  Inc.,  17  Paul 
Drive,  San  Rafael,  GA  94903-2101. 
Or  oaU:  (415)492-3200. 


Compiled  by  James  Esch 
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You're  one  of  the  elite . . .  parachuting  alone 

behind  enemy  lines.  The  enen)y  controls 

the  terrain,  hidden  in  bunkers  and  machine 

gun  nests . . .  you  may  be  surrounded.  You  might  complete  the 


rear. . .  or  maybe  a  frontal  attack  will  take  them  by  surprise. 

MicroProse  has  broken  new  ground  with  AIRBORNE  RANGER, 
the  quality  action  game  where  tactical  thinl<ing  and  lightning 
reflexes  determine  your  fate.  Your  misslonswill  vary  as  much  as 
the  climate  and  terrain.  Slip  silently  into  position  to  rescue 
prisoners  trapped  in  "tiger  pits"  from  a  P.O.W.  camp,  or  throw 
caution  to  the  wind  and  try  to  destroy  a  l<ey  munitions  dump  in 
the  desert.  But  watch  out. . .  enemy  troops  can  attack  from 
any  direction. 

The  action  is  fierce  as  you  control  one  soldier's  battle  against 
overwhelming  odds.  You'll  need  skill  and  strategy  to  out- 
— = —  maneuver  your  enemy,  plus 

.    courage  and  some  luck  to  make 
your  escape.  Along  the 
way,  search  out  that  hid- 
^    den  cache  of  weapons  and 
first  aid  sypplies...  you'll 
probably  need  them. 


AIRBORNE  RANGER  is  a  fast-paced,  quick-to-learn  game 


world.  You'll  be  running,  walking  and  crawling  across  full- 
scrolling,  3-D  terrain.  Arm  yourself  with  an  M-1 6  assault  rifle, 
bayonet,  LAW  rocket  (Light  Antitank  Weapon)  or  time  bomb, 
but  be  wary  of  enemy  submachine  guns,  antitank  rockets, 
robot  minitanks,  minefields  and  flamethrowers. 

AIRBORNE  RANGER. . .  More  than  just  a  great  game.  It's 
an  adventure. 

AIRBORNE  RANGER  is  available  from  a  "Valued  MicroProse  Retailer"  (VMR]  near 
you.  Call  us  lor  locations!  For  Commodore  64/128,  IBM-PC/compatibles  and 
Apple  ll+/e/c.  Call  or  write  for  specific  machine  availability,  and  (or  MC/VISA 
orders  if  product  not  found  locally. 
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Up  Periscope!,  the  new  state  of  the 
art  In  submarine  simulation!  Blow- 
ing the  competition  out  of  the  water 
with  superior  combat  strategy  and 
tactics  courtesy  of  Captain  John 
Patten,  USN  (Ret.).  With  true 
animated  3D  graphics  courtesy  of 
SubLOGlC.  Up  Periscope!, 
generations  ahead  of  the  packl 


-  $29.95  - 
Better  Engineering  at  a  Better 
Price 


Compare  hits  for  yourself!                                                Up  Periscope! 

Silent  Service 

Rral 

Suggested  Retail  Price 

S29.95 

$34.95 

Fire  2 

3-Dlmenslonal  Graphics 

Ym 

No 

Fire  3 

Number  of  Scenarios 

6 

3 

Fire  4 

Split-Screen  Views 

Yes 

No 

FtraS 

Reality  Levels 

11 

7 

mn6 

Radar  Screen 

Yet 

No 

nr»7 

Accu-Sound'  realism 

Yes 

No 

Fires 

Torpedo  Types 

3 

1 

Fire  9 

Auto  or  Manual  Torpedo  Launch 

Yes 

Yes 

Fire  10 

Time-Day-Month-Vear  Selection  Capability 

Yes 

No 

Fire  11 

Zoom  Feature 

Map  or 
Ship  Views 

Map  View 
Only 

Fire  12 

Submarine  Strategy  &  Tactics  Manual  by  John  Patten,  Capt.  USN 
(Ret.) 

Yes 

No 

Fire  13 

Auto-Load  Feature  on  01 28 

Yes 

No 

Bra  14 

Joystick  Required 

No 

Yes 

N  RIGHT  OUT  OF  THE  WATER! 


■  ilCtmC    RflTORt 
tllltl.    IKSIIIII 
fUIL    LIHII 
•OTttBlII 

nft  TonFios  Tuttt  lamiit 


'H 


[""^EEiniia' 


rjg.t,-ir»iCi:r,:m 


f 


■MM^-sTyi^^ 


ThunderChopper 

And  don't  forget  ThunderChopper! 
For  true  helicopter  action  and 
realism,  nothing  else  even  connes 
close.  ThunderChopper  in- 
corporates the  most  advanced 
graphics,  flight  systems,  and  game- 
ptaying  factors  to  provide  a  sensa- 
tional balance  of  strategy  and  fun. 


^  1987  AclionSoft  Corporation 

3D  graphics  and  special  effects  courtesy 

SubLOGIC  Corp. 

Comrrodore  64  and  Commoctore  128  are 

trademarks  of  Commodore  Eiectronics  Ltd. 

Apple  II  is  a  trademark  of  Apple  Computer, 

Inc. 

IBM  Is  a  registered  trademark  of  International 

Business  Machines  Corp. 
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See  Your  Dealer... 
Or  write  or  call  for  more  information. 
Up  Periscope!  and  Thunder- 
Chopper are  available  on  disk  for 
the  Commodore  64/128,  Apple  II, 
and  IBM  PC  line  of  personal 
computers  for  the  suggested  retail 
price  of  $29.95.  For  direct  orders 
please  specify  which  computer  ver- 
sion you  want.  Include  $2.00  for 
shipping  (outside  U.S.  $6.25)  and 
specify  UPS  or  first  class  mail 
delivery.  Visa,  MasterCard, 
American  Express,  and  Diners  Club 
Charges  accepted. 


-GENEHATtONS  AHEAD  IN  STflATEGY  ACnON  SOFTWARE- 

201  WEST  SPRINGFIELD  AVENUE.   SUITE  711 
CHAMPAIGN.  IL  61820  (217)  393-83B8 


Compiled  by  Louis  F.  Sander 


Each  month  this  column  brings  you  a  super  collection  of 
64  and  128  tips  and  tricks  from  all  around  the  worid.  (This 
month's  Indonesian  contribution  marks  our  45th  country  pub- 
lished). In  selecting  the  items  to  print,  we  keep  in  mind  the 
needs  of  people  at  all  levels  of  computing,  from  beginner  to  ma- 
chine language  programmer  We  try  to  have  something  for 
everyone,  and  if  our  mail  is  any  indication,  we  are  succeeding 
very  well.  We  always  welcome  your  comments. 

If  you  have  a  tip  or  short  program  to  share  with  other  readers, 
write  it  up  and  send  it  in,  (One  trick  per  sheet  of  paper,  please). 
We  pay  $10  or  more  per  item.  Send  your  ideas  to: 
Louis  F.  Sander 
P.O.  Box  101011 
Pittsburgh,  PA  15237 
Enclose  a  self-addressed  stamped  envelope,  and  we'll  send  you  a 
Trick  Writer's  Guide. 
Q-Link  subscribers  can  submit  items  by  E-Mail  to  LPS. 

Bard's  Tale  II,  Tip  I.  This  lets  you  make  copies  of  anything  your 
characters  possess,  including,  and  especially,  gold  pieces.  First, 
get  your  party  into  the  Adventurer's  Guild.  Give  any  character 
the  item  you  want  to  copy.  If  you're  copying  gold,  then  pool  ail 
the  gold  to  this  character  Remove  this  character  from  the  party, 
then  add  himher  right  back  in  again. 

Now  give  the  item  to  a  different  character,  and  repeat  the  re- 
moving and  adding  process. 

Do  this  with  all  six  characters,  then  turn  the  computer  off.  DO 
NOT  choose  "Leave  Game"  before  doing  so. 

From  now  on,  when  you  load  the  game  and  add  your  paity, 
each  of  your  six  characters  will  have  the  amount  of  gold  you 
started  with. 
Keith  Cottrvll 
Grafton,  Ohio 

Bard's  Tale  II,  Tip  II.  If  you  have  an  item  that  has  a  limited 
number  of  uses  and  you've  almost  used  it  up,  sell  it  back  at 
Garth's,  If  you  repurchase  it,  it  will  have  a  full  allocation  of  uses. 
Larry  Hardy 
APO,  New  York 

Bard's  Tale  H,  Tip  III.  Don't  you  wish  that  the  "Cat  Eyes"  spell 
would  point  out  secret  doors?  Don't  you  wish  that  the  "Greater 
Revelation"  spell  was  indefinite?  Then  mix  the  spells! 

Tb  get  an  indefinite  lamp  that  points  out  secret  doors,  cast  a 
"Greater  Revelation"  spell,  then  cast  a  "Cat  Eyes"  spell  on  top  of 


it.  The  secret  doors  should  remain  visible,  and  your  torch  will 
not  go  out. 
Steve  Harney 
El  Paso,  Texas 

Easy  Script  and  the  MPS-1000:  The  manual  for  Easy  Script 
does  not  give  instmctions  for  underlining  on  Commodore's 
MPS-1000  printer  The  sequential  file  1515  UNDERLINE 
shows  how  to  do  it  on  the  1515  printer,  and  fortunately  the  same 
commands  work  perfectly  with  the  MPS-1000. 
Clair  Bbck 
Nabire,  Indonesia 

Unslashing  your  zeroes:  These  days,  many  printers  are  capable 
of  Near-Letter-Qualit\'  or  better  in  their  output,  and  it's  common 
to  use  them  for  printing  impoitant  documents.  But  sometimes, 
even  though  the  print  looks  man'elous,  the  zei-oes  have  that 
tell-tale  slash  through  them.  This  touch  of  nerdhood  is  a  no-no 
in  many  contexts,  especially  in  a  resume. 

The  way  out?  Use  j^our  global  sean;h-and-replace  featui*  to 
change  every  zero  to  a  capital  "0."  Goodbye,  slashes. 
Stephen  Knapick 
New  Rochelle,  New  York 

Word  processor  'video  proofreading:  It's  hard  to  do  a  good  proof- 
reading job  on  my  40-column  word  processing  screen,  because 
the  words  are  wrapped  around  the  right-hand  margin. 

So  when  I'm  ready  to  piuofread  my  document,  I  temporarily 
set  the  margins  to  1  and  39,  then  print  it  out  to  my  video  sci-een. 
The  software  eliminates  the  word  splits,  making  it  much  easier 
to  spot  errors  and  places  for  improvement.  When  I'm  ready  to 
print  on  paper,  it's  easy  to  reset  the  margins  to  something  more 
suitable  for  an  80-column  output. 
Karen  E.  Crum 
Waverly,  Kansas 

Correcting  input:  This  routine  illustrates  a  useful  technique  for 
correcting  input  errors  without  unnecessary  retyping.  After  in- 
puting  yom-  data,  the  routine  asks  you  if  evei'ylhing  is  con-ect.  If 
it  isn't,  your  cursor  jumps  to  the  firet  line  of  your  original  input. 
If  necessaiy,  retype  the  entry  or  simply  press  RETURN  to  move 
the  cursor  to  the  next  entry. 
Joseph  R.  Chametski 
Dallas,  Pennsylvania 

Continued  on  pg.  110 
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MakeAi^  Computer  Do  Exactly  What  You  Want  With  McGraw-HilVs 

Contemporary   **  - 


Rrogratkntning^ 


SoftwarggjpiP"^ 
Series 


From  Writing  Your  Own  Programs  to 
Modifying  Existing  Software,  Here's  the  New, 
Easy,  and  Low  Cost  Way  to  Unlock  the  Secrets 
of  Your  Computer 

Whether  you  use  computers  for  business,  for  personal 
applications,  or  for  fun,  off-tfie-shelf  programs  will  never  do 
everything  you  want  them  to  do  for  you.  That's  because  they 
were  written  !jy  programmers  to  satisfy  what  tliey  perceived 
as  the  needs  of  the  greatest  number  of  potential 
users— often  missing  some  or  many  of  your 
specific  needs. 

That's  why  McGraw-Hill's  new  Contemporary 
Programming  and  Software  Design  Series  teaches 
you  how  to  create  your  own  software . . .  either 
from  scratch  or  by  making  key  modifications  to 
existing  programs. 

There  is  nothing  mapcal  about  it.  You  learn  the 
process  of  building  a  computer  program  step-by- 
step  with  McGraw-Hill  Concept  Modules  sent  to  you  one  at  a 
time,  once  a  month.  Each  of  the  ten  modules  in  the  Series  takes 
you  through  an  important  step  in  the  development  of  the 
structure  and  detailed  logic  of  a  program,  including  testing, 
debugging,  and  documentation. 

Unique  Interactive  Hands-On  Instruction 

Each  module  Includes  an  easy-to-understand  guide  PLUS  a 
5Vi"  floppy  disk  containing  typical  programs  and  interactive 
instruction  that  you  can  run  on  Commodore  64  and  128  computers,  IBM 
PCs  and  PC  compatibles  for  hands-on  experience. 

In  the  first  Module,  for  example,  when  your  sample  program  peclining 
Interest  Loans)  appears  on  your  screen,  you'll  find  errors  on  certain  pro- 
gram lines.  You'll  also  see  that  the  program  is  only  three-quarters  completed. 

Now  comes  the  fun  part.  You'll  discover 
how  this  program  is  built,  and  in  the  process 
you'll  learn  how  to  identify  and  correct 
errors.  And  by  the  end  of  Module  1, 
you'll  actually  have  completed  this 
program  yourself. 

But  there's  more.  Special  graphics 
on  your  screen  work  in  conjunc- 
tion with  the  accompanying  guide 
to  amplify,  illustrate,  and  deepen 
your  understanding  of  software 
design  principles. 


Make  no  mistake.  Almost  alt  books  and  courses  on  "programming" 
teach  vou  only  the  final  5%  of  the  total  programming  process- 
namely,  how  to  code  in  a  specific  language . . .  information  of  little 
value  if  you  don't  know  how  to  reach  the  point  in  the  programming 
process  when  you  are  ready  to  code. 

With  the  Series,  however,  you'll  learn  to  create  your  own  programs 
from  scratch,  even  modify  off-the-shelf  programs.  You'll  learn  enough 
BASIC  and  machine  language  to  get  you  started  on  the  remaining 
5%  of  the  programming  process. 

Build  Your  Own  Personal  Software  Library 

The  sample  programs  you  work  with  throughout  the 
Series  are  excellent  learning  tools.  But  they're  more  than 
that.  By  combining  the  sample  programs  onto  one  master 
disk,  you'll  have  the  start  of  your  own  personal  software 
library.  In  addition  to  the  programs  you've  written  and 
modified  throughout  the  Series,  you'll  also  receive  dozens 
of  the  most  popular  public  domain  and  user-supported  pro- 
grams, such  as  data  base  manager,  word  processor,  calen- 
dar generator,  appointments  reminder  and  much, 
much  more. 

15-Day  No-Risk  Trial 

To  order  your  first  module  without  risk, 

send  the  card  today. 

Examine  the  first  module 

for  \f>  days  and  see  how 

the  Series  will  help  you 

make  your  computer  do 

"  '    ]  exactly  what  you  want 

i  it  to  do! 


If  someone  has  beaten  you  to  the  card,  write  to  us  for  order- 
ing information  about  the  Contemporary  Programming  and 
Software  Design  Series. 


The  Crucial  95%— Learn  the  Foundadon  of  Computer  Programming 

While  the  Series  includes  interactive  disks  that  run  on  speci  fie  computers,  everything 
you  learn  you  can  apply  to  any  language  or  machine.  Why  is  this  possible?  Because 
McGraw-Hill  knows  programming  is  far  more  than  coding  a  program  into  the  computer 
using  a  specific  language.  In  the  real  world  of  computers,  95%  of  the  programming  pro- 
cess is  carried  out  u.sing  design  techniques  that  are  independent  of  specific  language  or 
machine,  ft  is  th  is  crucial  95%  that  you  thoroughly  understand  and  master  in  the  Series. 


McGraw-Hill 

Contiouing  Education  Center 

3939  Wisconsin  Avenue 
Washington,  DC  20016 


Compiled  by  Tim  Jones 


Welcome  to  Amiga  Tips  and  TYicks.  Each  month  we  will  offer  a 
series  of  tidbits,  teasers  and  short  programming  examples  con- 
cerning using  and  programming  the  Amiga.  In  this  installment, 
we  look  at  the  WorkBench  and  its  associated  ftmctions. 

If  you  have  an  item  that  you  would  like  to  submit  for  use,  you 
can  send  it  to: 

Commodore  Amiga  Tips 
651  Outrigger  Dr. 
Deltona.  FL  32738 


Items  should  be  to  the  point,  but  describe  your  point  complete- 
ly. We  welcome  game  tips  and  program  usage  tips  as  w'ell  as  the 
type  of  items  in  this  installment.  If  we  use  your  hint,  tip  or  pro- 
gram example,  we  will  pay  between  $10  and  $50. 


Using  Keyboard  Shortcuts 

The  following  is  a  list  of  keyboard  equivalents  to  Mouse  func- 
tions. 


Keyboard 


Mouse 


Left  Mouse  button 
Right  Mouse  button 
Move  pointer  left 
Move  pointer  right 
Move  pointer  up 
Move  pointer  down 


Left-Alt-Amiga 
Right-Alt-Amiga 

*  Amiga-Left  Arrow 

*  Amiga-Right  Arrow 

*  Amiga-Up  Arrow 

*  Amiga-Down  Aitow 

*  =  Gradual  effect  (slow  to  fast  movement) 


These  are  other  keyboard  shortcuts  that  work  with  most  appli- 
cations. 


Keyboard 


Description 


Left-Amiga-N  Top  Pi-iorit\'  Iksk  to  Back 

Left-Amiga-M  Top  Prioritj'  Task  to  Fixint 

CTRL-D  Abort  Batch  execution  i  i.e.  staitup) 

CTRL-C  Abort  operation  ( i.e.  list,  dir.  etc. ) 


Bob  Stevens 
Winter  Park.  FL 


[Thanks  to  Bob  for  these.  I  know  most  of  these  are  in  books 
somewhere,  but  he  has  rampiled  them  nicely.  I  will  be  on  the 
look  out  for  others.  -  taj] 

The  Faery  Tale  Adventure  Update:  For  those  of  you  enjojing 
The  Faery  Tale  Adventure  from  Microlllusions,  I  have  been  told 
by  their  public  i-elations  department  that  a  new  vei-sion  of  the 
program  is  available  that  fixes  a  few  minor  bugs  and  allows  you 
to  continue  playing  after  you  save  a  game.  To  determine  if  you 
need  the  update,  try  to  enter  the  building  due  north  of  the  tav- 
ern in  "Kimbrey.  If  you  cannot  enter  it,  you  need  the  update.  K 
you  can,  you  should  then  check  the  save  function.  If  you  are 
dumped  back  into  the  CU  after  \'ou  peiform  a  save,  you  also 
need  the  update.  To  get  the  update,  you  should  send  your  origi- 
nal disk  (include  yom*  registration  card  if  you  haven't  sent  it 
yet)  to: 

Microlllusions 

17408  Chatsworth  St. 

Granada  Hills,  CA  91344 

Attn:  Faeiy  Tkle  Update 

Jim  Steinert,  Microlllusions 
Granada  Hills,  CA 


[I  did  this  and  got  my  new  version  in  five  days!  -  taj] 


AmitTdB.ASIC  .Memorj-  Problems:  If  you  use  AmigaBASIC  a  lot 
and  find  that  you  ai"e  running  out  of  Heap  space  quite  often, 
there  are  a  couple  of  things  that  you  should  look  for  to  help  pre- 
vent this.  First,  if  you  are  opening  custom  windows  and  screens 
in  a  program,  be  sure  that  you  close  ALL  of  them  before  exiting 
back  to  the  interpreter.  Second,  if  you  are  creating  string  an-ays 
containing  sprite  or  bob  data,  even  though  AmigaBASIC  is  sup- 
posed to  free  them  when  you  exit,  use  the  FORGET  command  to 
cleai-  them  prior  to  exiting.  Also,  when  you  activate  AmigaBA- 
SIC, be  sui^e  that  the  stack  (set  using  the  STACK  command  if 
you're  using  CLI)  is  as  small  as  possible  (if  you  are  entering 
from  WorkBench,  check  this  via  the  INFO  menu  option).  I  use  a 
stack  of  4000.  The  reason  for  this  is  that  AmigaBASIC  allocates 
a  separate  stack  specifically  for  your  program  that  takes  away 
from  the  available  memoiy  for  the  heap. 

Also,  just  for  information,  the  HEAP  is  where  AmigaBASIC 
gets  the  memoiy  required  to  open  sciieens  and  windows  as  well 
as  store  the  entiy  tables  for  any  libraries  you  may  be  using  in 

Continued  on  pg.  122 
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More  people  reading 
stuff  like  this! 


Tejct  am  be  printed  in  (veryHm!  mtiiiiibie 
throitgh  GEOS.  These  d(K-iiments  were 
printed  on  an  Apple  Laser  Writer 


VANISHING  TIMES 


A  tiertdcy  .S<l(1ft^>rk^  PuhiK-ilmi 


VaV  XLMIV  Number  4567 


EARTH  TO  BEGIN 
SPINNING  IN 
OPPOSITE 
DIRECTION 

A  shocked  consortium  of 
.scientists  confirmed  the  w-oritt's 
worst  suspicions  Tiiesdiiy,  whon 
ihe>'  announced  thai  Ihe  Earth  was 
indeed  sJowing  down.  They  cxpcci 
the  planet  to  grind  lo  a  halt  cariy 
ThuTSdaj;  [c<Keising  its  tJjrcction  and 
getting  back  up  to  vpwi  by  Moryiay 
nighu 

AUhough  the  research  wm 
startling,  the  scteniists  ur;ge(t  pcopk 
not  lo  panic. 

"1  suppose  rd  kick  oil  the 
breakables  in  >Y)ur  cabinets!!*  oWEt% 
Dr.  Lee  Ucvano.  "but  outride  of 
diau  I'd  ju^t  tell  people  lo  hold  on 
and  enjoy  the  ride!' 

Apparently  wii'rc  in  for  quite  a 
ride.  Dr.  Dennis  Rowtand  demon- 
strated   (he   effect   of   the    sudden 


luvcrsai  by  dropping  a  mw  egg  into  a 
MixMastcr  blender  set  on  "puiceV 

"If  wc  assunw  peoptc  have  the 
consi.stcnc>'  of  this  egg"  Rowland 
aAsericd,  "1  think  il's  ^c  to  say  that 
ihc  effect  of  this  phcnumncnon  will 
leave  them  in  a  stale  soniewhat 
similar  lo  finely  gnmod  beef' 

Asked  if  liten^  were  anything  the 
public  could  do  to  prcpan;  for  (he 

"I'd  just  teU  people 
to  hold  on  and  enjoy 
theride!^' 

catastrophe,  Dn  Rowland  thought  a 
while  and  offered.  "I  always  rc- 
comtnend  fasttning  your  seal  belt.  It 
just  mokes  so  much  sense,  don't  you 
think?" 

Analyst  Staci  Gtovsky  was  less 
distressed  with  the  news,  asking 
"What's  the  big  deal?  Jeez,  you 
guys  are  acting   like  a  bunch  of 


MAN  BITES 
POODLE! 


BERKELEY  —  tJozens  of  citizens 
watched  in  horror  todiy  as  a  man, 
who  described  himself  as  an  animal 
lover,  actually  bit  a  miniature  teacup 
poodle. 

Donald  Anderson,  of  Siudio 
City,  California,  dismissed  the  in- 
cident as  a  case  of  mistaken  identity 


".SomeK'hiy  iiskcd  me  if  I  wanted 
a  dog  with  musiord.  and  smce  ii  was 
cl&sc  to  lunchtime  anyw'ay.  I  just 
took  a  bite  wiihout  looking!' 

The  dog,  responding  to  the  name 
"Knockwufst!*  then  gavt:  out  a  yelp 
thai  bystanders  recalled  ^  sounding 
like  "a  cross  between  a  gun  shot  and 

"Sure  it    was  my 

mustard,  but  that 

doesn't  prove  a 
thingl" 

an  air  raid  sin^n!"  In  the  process,  the 
pinched  pooch  set  a  world  record  in 
the  long  jump  of  ihiriy  feet,  two 


inches. 

Anderson  was  booked  on  fclotiy 
charges  of  dog  munching,  poodle 
cndangermcnl  and  assaulting  a 
canine  with  intent  to  commit  rciish. 
He  was  later  released  on  his  own 
recognizance.  The  man  who  offered 
him  ihe  poodle  has  also  been  charged 
with  attempting  (o  apply  mustard  to  a 
muiL  a  misdemeanor  in  AlamedA 
County 

"Il's  a  smear  lactic!'  yelled  Rob 
Sicgel  (he  man  slill  being  sought  by 
police.  "Sure  it  was  my  mustard, 
but  that  doesn't  prove  a  thing- 
Bcsides,  they  have  to  prove   with 
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These  days,  the  biggest 
story  in  the  news  is  geoPublish. 
The  page-making  program  for 
GEOS-equipped  64s  and  128  s 
that  replaces  lifeless  layouts  with 
page  after  page  of  powerful, 
punchy  professionalism. 

Ereedom  of  the  press. 

Actually,  geoPublish  is 
very  patriotic  software.  After 
all,  what  other  application  guar- 
antees your  freedom  of  self- 
expression?  Well,  geoPublish 
sure  does.  In  fact,  every  piece 
it  prints  is  dedicated  to  the 
preservation  of  your  personal- 
ity on  paper. 

Which  means  that  finally, 
your  newsletters  never  need 
to  look  like  anyone  else's, 
ever  again. 

All  you  do  is  draw  a  bunch 
of  columns  for  your  master 
layout.They  could 
be  two,  four  or 
sixteen  across 
the  page.  They 
could  be  short 
and  squat,  or  long 
and  skinny.  It's 
your  call.  After 
that,  you  just 


finely  fashioned 
format. 

Extras! 
Extras!  Read 
all  about  'em! 

As  every  edi- 
tor knows,  even 
the  best  stories 
need  punching  up 
before  they  go  to  press.  Wliich 
is  why  geoPublish  features 
an  array  of  artistic  appliances 
designed  to  earn  your  pages  a 
place  in  the  history  books. 

You  can  resize  text.  Change 
fonts.  Even  insert  or  delete 
graphics  anywhere  on  the  page. 
You  can  lay  text  over  graphics. 
Graphics  over  text.  Or  even 
wrap  text  around  graphics. 

And  if  your  image  doesn't 
fit,  no  problem.  The  propor- 
tional scaling  tool  can  shrink  or 
enlarge  any  art, 
be  it  your  original 
or  the  stuff  you 
find  in  Print  Shop^' 

Finally, 
those  of  you 
intent  on  making 
banner  headlines 
should  know  that 


"pour"  your  geo Write  document,     geoPublish  doesn't  wimp  out 
text,  graphics  and  all — into  col-     ^^^ 
umn  after  column.  Page  after  page.  VW  Rf*t*l^plpV 
Everything  fills  up  automat-    ViiiB  '^f^^J^^^^  7  . 

ically  until  it  fits  firmly  into  your 


n 


Softworks 


when  it  comes 
to  headlines.  It 
screams  them 
out,  with  gen- 
uine, newspaper- 
sized,  96  point 
megafonts. 

Now,  if  you 
think  that  sounds 
terrific  on  paper, 

just  wait  until  you  see  it  printed 

out  on  a  Laser- Writer/" 

We've  saved  the  best  news 
for  last. 

And  now,  for  the  best  part: 
you  can  create  and  save  not  one, 
but  hundreds  of  layouts  for  later 
use. 

And  because  it's  part  of  the 
GEOS  family,  you  can  fully  inte- 
grate text  and  graphics  from  all 
your  other  programs  into  every 
geoPublish  piece  you  print. 

So  now  that  you  know  the 
latest  scoop  in  software,  why 
not  subscribe  to  geoPublish 
yourself?  Who  knows?  With 
stuff  like  this,  you  could  be  mak- 
ing front  page  news  in  no  time. 


To  order  call  1-800-443-0100  ext.  234 
geoPublish  $69.95 

CCiilifiirnia  residents  ;idd  7*;?  sales  lax. ) 
$2.50  US/$5.50  Foreign  for  shipping  and 
handling.  Allow  six  weeks  for  delivery. 

i>*T]n*jdt*r  iw)L.miiKid.«c  tW  an-  Irjdt-naikvrrf Ciimil>"k«  Ettiiunink,  tJd. 


GEOPUBLISH 


The  brightest  minds  are  working  at  Berkeley. 


SOFTWARE  REVIEWS' 


Reviewed  by  Scott  A.  May 


The  Sentry 


Computer: 

Cormnocloiv  (W 

Publisher: 

Rainbiixl/'Finebiixl 

77  North  Fi-anklui  Tbmpike 

WalcKnck,  NJ  07463 

Medium: 

Disk 

Price: 

$39.95 

With  little  fanfare,  Firebird  has  im- 
ported from  Great  Britain  The  Sen- 
try, a  game  that  could  well  be  one  of  the 
best  ever  made  for  the  Commodore  64. 

The  object  of  this  one-player  game  is  de- 
ceptively simple:  move  youi'  game  piece  (a 
robot)  from  the  lowest  point  of  each  land- 
scape to  the  highest,  the  Sentry's  tower 
Successfiilly  removing  the  Sentry  from 
her  post  earns  you  the  title  Ruler  of  the 
Landscape.  You  axe  then  given  a  secret  ac- 
cess code  to  enter  another,  more  difficult 
level.  The  action  takes  place  on  a  multi- 
level 3D  checkerboai"d  called  a  "land- 
scape." There  ai-e  10,000  landscapes  in  all, 
each  one  more  twisted  and  bizarre  than 
the  last,  consisting  of  peaks,  valleys  and 
plateaus. 

Energj'  is  the  governing  force  in  this 
strange  universe.  It  is  used  to  both  mate- 
rialize (create)  and  absorb ) destroy)  mat- 
ter. Tb  move  about  the  landscape,  you 
must  create  a  replica  of  your  robot  at  an- 
other point  on  the  board  and  ti*anspoit 
youi^self  into  its  place,  the  Hfeless  matter 
that  stood  in  youi-  pj-evious  position  can 
then  be  absorbed,  recycling  it  back  to  your 
enei'gj'  reserves. 

Creating  objects  drains  energy  and  ab- 
sorbing matter  increases  power  If  your  ro- 
bot loses  all  energ>'  in  its  reserve,  the 
game  is  over  Absorb  as  many  trees  as  you 
can  to  build  youi'  energy  supply  Boulders 
ai"e  another  object  found  in  the  game,  but 
they  can  only  be  created  by  your  robot. 
Use  boulders  as  tools  for  your  robot  to 
gain  altitude.  Simply  create  a  boulder, 
place  a  robot  on  top  and  transport.  Boul- 
ders may  be  stacked  as  high  as  you  like. 

Your  robot's  energy  reseiTe  is  shown  at 
the  top  of  the  sci-een  and  should  be  moni- 
tored closely.  Creating  and  absorbing  ob- 
jects causes  your  powei'  to  fluctuate  con- 
stantly. Each  object  is  assigned  a  value 
measured  in  energj'  units.  The  game  will 
not  allow  you  to  create  an  object  if  your  re- 
serve does  not  contain  enough  units. 

Although  the  Sentty  remains  fixed  in 
her  position,  she  is  always  isolating,  scan- 
ning the  landscape  below.  If  the  square 
you  occupy  falls  under  her  gaze,  a  warn- 


There  are  10,000  landscapes  in 
all,  each  one  more  twisted  and 
bizarre  than  the  last,  consisting 
of  peaks,  valleys  and  plateaus. 


ing  buzzer  sounds.  Within  seconds,  yom- 
robot's  energy  will  be  absorbed.  You  must 
move  quickly  to  another  part  of  the  land- 
scape to  avoid  destruction. 

Most  levels  in  the  game  also  contain  an- 
other threat  — Landgazers  —  minions  of 
the  Sentiy  which  behave  much  in  the 
same  manner.  Landgazers  are  difficult  to 
spot  and  even  harder  to  avoid.  Often  you 
will  move  fixjm  the  deadly  scans  of  one 
Landgazer  dii^ectly  into  the  path  of  an- 
other There  are  very  few  safe  positions  on 
the  board,  forcing  you  to  move  continual- 
ly. To  foil  a  Landgazer  locate  its  position 
and  create  a  tree  between  it  and  your  i-o- 
bot.  Tliis  tfduces  its  power  to  half-.scan, 
which  unfortunately  brings  a  iVleanie  into 
play.  Once  under  a  Meanie's  gaze,  you  will 
be  forced  to  hjperspace,  deducting  three 
units  from  your  energv'  reser\'es.  If  you 
have  less  than  three  trnits  at  the  time,  the 
game  ends,  lb  beat  a  Meanie,  quickly  ci«- 
ate  and  move  into  another  rabot  nearby. 
Since  you  always  face  the  dii-ection  you 
just  left,  you  might  be  able  to  spot  the 
Meanie  and  absorb  it.  This  same  tactic 
vnW  work  on  Landgazere,  but  it's  veiy 
risky. 

Player  control  is  carried  out  entirely 


through  keyboard  input.  The  selected 

keys  are  conveniently  placed  and  easy  to 
learn.  The  fii"st-person  perepective  is  en- 
hanced by  your  rotot's  ability  to  scan  its 
surroundings  a  full  360-degi^ees,  up  and 
down.  U-turns  are'  also  possible,  when 
quick  changes  in  dire^ction  are  called  for 
Another  option  allows  you  to  h>T)erspace 
to  a  random  location  in  the  landscape. 
Such  movement  costs  thi^ee  energy  units 
and  is  only  recommended  for  emergencies. 

To  create  or  absorb  an  object,  you  must 
press  the  space  bar  to  tm-n  on  crosshair 
sights.  Using  the  same  commands  to  turn 
the  robot,  position  the  sights  on  a  square 
and  issue  the  command.  Gaining  high  al- 
titude is  a  Catch-22  experience.  From 
above  you  can  locate  more  trees  to  absorb, 
but  you  are  also  in  perfect  position  to  be 
scanned  by  the  Sentr>'  or  Landgazers.  It  is 
unavoidable,  however,  because  climbing 
to  the  top  is  the  only  way  to  win  the  game. 

In  my  opinion  The  Sentry  comes  very 
close  to  being  the  perfect  computer  game. 
Endless  challenges  and  heait-stopping  ac- 
tion are  just  part  of  its  long-tenn  apj^at. 
Nothing  less  than  a  miracle  would  pre- 
vent this  from  becoming  my  choice  for 
game  of  the  year  g 
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TAKE YOUR 
REVENGE! 


>ti^^2i^ 


The  evil  Shogun  Kunitoki  has  slaughtered  the  entire  Brotherhood  of  the  White  Ninja. 
You  alone  survive.  And  you — alone — must  avenge  the  Brotherhood. 

Prepare  for  action  and  adventure.  Find  your  way  to  Kunitoki's  distant  fortress.  Scale 
mountains.  Cross  raging  rivers.  From  the  vivid  Wilderness  to  the  grim  Dungeons,  six 
animated  landscapes  will  take  your  breath  away — if  you  live  to  see  them. 

Because  at  every  turn,  there's  danger.  Fire-breathing 
dragons.  Sea  monsters.  Samurai  henchmen. 
Kunitoki's  guards.  And  others.  To  get  your  vengeance, 
you  must  be  a  master  of  Ninja  weapons.  Ninja 
wisdom.  And  Ninja  magic. 

The  way  is  long  and  dangerous.  But  revenge  is  sweet. 

Explosive  action  in  a  land  of  adventure. 
For  Commodore  64'"  and  128'" 


Look  for 
sfjecially 
marked  packages 
featuring  this 

special  offer. 


Toiirdtrbv  ninil.  cjll  1-8(10-227-6900 
Program  61987  System  3  Software.  Ltd.  Commotiore  o4  and  128  are  trademarks  of  Commodore  Electronics,  Ltd. 


SOFTWARE  REVIEWS" 


Reviewed  by  Robert  J.  Sodaro 


Accolade's 
Comics 


Computer. 

Commodore  64 

Publisher 

Accolade 

20813  Stevens  Creek  Blvd 

Cuixjrtino,  CA  95014 

Medium: 

Tliree  double  sided  disks 

Price: 

129.95 

Accolade  has  taken  interactive  fiction 
to  its  next  logical  step,  an  interactive 
comic  book.  Steve  Keene  is  the  hero  in 
this  unique  product  that  combines  comic 
book-style  sequential  illustrations  with 
the  format  of  classic  interactive  fiction. 
Then,  for  a  unique  twist,  eight  different 
action/arcade  games  have  been  cleverly 
integi^ated  into  the  gameplay. 

At  the  outset  of  the  game — as  with  all 
interactive  games — the  opening  scene  is 
"cast  in  stone"  to  a  degree,  so  as  to  get  you 
on  the  correct  path,  Tbp  Scientist,  Profes- 
sor Zoron  Farad  has  been  kidnapped  by 
evil  and  vile  forces,  and  you  (Steve  Keene, 
Private  Eye  extraordinaiy)  have  been  as- 
signed to  the  case.  In  running  down  all 
the  leads  (and  especially  maneuvering 
through  the  videogame  segments!  Steve 
has  to  be  very  careful,  as  he  comes 
equipped  with  only  three  lives.  So  if  he 
fails  to  negotiate  the  hazards,  hell  die, 
forcing  the  gamer  to  begin  anew.  Still — as 
per  requirement — there  is  a  SAVE  feature 
that  will  allow  you  to  retain  the  current 
game  prior  to  attempting  anything  too 
deadly. 

As  you  progress  through  the  comic  book 
portion  of  the  game,  certain  panels  will  of- 
fer Steve  the  option  of  different  sets  of  dia- 
logue. All  "permanent"  dialogue  appears 
in  white  word  balloons,  with  the  "altera- 
ble" dialogue  appearing  in  black  balloons. 
After  cursoring  through  the  possible  re- 
plies (via  either  the  keyboard  or  joystick) 
the  user  will  pick  one  (with  RETURN  or 
fire  button)  which  will  determine  the 
course  of  future  action.  (Be  careful  here, 
Steve  has  a  tendency  for  smait-alek  an- 
swers. Tbo  many  of  these  in  a  row  could  re- 
sult in  the  unfortunate  loss  of  life  for  oF 
Steverino.)  Sometimes  Steve  is  also  of- 
fered the  choice  of  two  actions,  indicated 
by  a  flashing  arrow.  For  example,  when 
approaching  the  Professor's  house,  do  you 
want  to  go  the  fix)nt  door  or  climb  in  the 
v^indow,  etc. 

For  those  gamers  who  need  the  practice. 


)HPAV ,     QgQQ    HOURS . . . . 


ALTERATIONS 

*   EASY    TERRS    * 


This  unique  product  combines  comic  book-style  sequential 
illustrations  with  the  format  of  classic  interactive  fiction. 


or  are  into  Zen  gaming  (no  scores  kept 
heret  there  is  a  practice  mode  so  that  you 
can  run  through  the  arcade  sequences.  In 
the  climber  game,  Steve  is  clambering 
around  on  a  series  of  trapeze  bars  sus- 
pended above  shark-infested  waters.  The 
goal  here  is  to  collect  each  of  five  keys  to 
unlock  the  room  and  escape.  Adding  to 
the  suspense  of  the  game,  the  bans  will  ap- 
pear and  disappear  at  random.  The  swim- 
mer sequence  has  Steve  underwater  doing 
his  imitation  of  a  trout  going  upstream. 
Steve  has  to  avoid  electric  eels  coming  at 
him,  and  snapping  turtles  along  the  river- 
bed. He  also  has  to  periodically  come  up 
for  air,  avoiding  pockets  of  poisonous 
gasses. 

Other  arcade  sequences  include  one 
where  Steve  must  battle  robots  laying 
down  radioactive  waste,  and  one  where 
he  must  climb  to  the  top  of  a  building 
while  avoiding  attacking  robots  hover- 
ing by  the  edges  of  the  building.  There  is 
also  a  jetpack  sequence  reminiscent  of 
Defender,  and  one  where  he  must  negoti- 
ate a  series  of  constantly  reversing  con- 
veyer belts.  The  final  two  sets  consist  of 
a  pair  of  elevatora  and  a  rail  car  which 
Steve  must  drive  to  the  top  of  a  scaffold, 
and  a  bomber  sequence  where  he  must 


avoid  a  ravenous  rat,  while  dodging  an 
array  of  bombs  being  tossed  by  his  pe- 
rennial foe,  Arlo  'Red'  Spunky  (the  \dl- 
lainof  thegame). 

Once  the  gamer  has  mastered  each  of 
the  arcade  sequences,  he  then  can  go  on 
to  the  actual  thing,  and  bring  Steve 
through  the  'live'  portion  of  the  game. 
At  the  conclusion  of  the  game — or  when 
Steve's  last  life  is  used  up — you  will  get 
to  see  how  you  did  as  compared  with  oth- 
er would-be  heroes,  as  you  compare  your 
score  to  those  already  on  disk.  There  are 
three  double  sided  disks,  so  there  will  be 
a  fair  amount  of  disk  swapping  and  wait- 
ing for  sequences  to  load.  Unfortunately, 
the  game  makes  no  provision  for  dual 
drives,  but  loading  time  is  relatively 
swift,  and  does  not  really  detract  from 
gameplay  at  all. 

In  the  final  analysis,  this  game  suc- 
ceeds on  both  levels:  That  of  interactive 
fiction  and  the  innovation  of  being  the 
first  video  comic  book.  In  fact,  the  Vdeo 
comic  book'  aspect  of  this  game  is  so  en- 
tertaining, this  reviewer  will  go  so  far  as 
to  say  that  there  will  soon  be  a  number 
of  products  utilizing  this  format  to  at- 
tract a  new  audience  to  interactive 
fiction.  n 
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There  are  two  things 

almost  everyone 
has  in  common. 
An  active  imag- 

,       _^^-,  ination.And 

V   "T  a  tough 

'1^£/ time  put- 
ting it  on  paper. 

But  now  we  present 
our  Graphics  Scrapbook 
series.  A  huge  collection 
of  pictures  that  enable 
you  to  easily  bring  your 
creative  inspirations 
to  The  Print  Shopr 


PrintMaster™or  Create 
a  Calendar. 

On  each  disk  there  are  f?i 
over  100  unique  pictures 
For  example,  in  our  School 
Scrapbook, 
teachers  and 
students 
will  find 
everything 
from  cheer- 
leading  to  finals. 
In  ^e  sports 
Scrapbook,  dozens 
of  sports,  mascots 


Otfra  hundrrd  lyecatdting 
pictures  on  e\vry  disk. 


and  trophies.  In 
the  of  the  Wall 
Scrapbook,  well, 
just  expect  the  un- 
expected. And  plenty 
more  Scrapbooks 
are  coming.  So  even  if 
ou  can't  ^aw  a  straight 
ine,  it's  okay 
As  long  as 
you  make  a 
straight  one  ^'^J^ 
to  the  of-    ^  fL^^.^"^^ 
fer  below.   *" ' 

Applet  CompalM,-. 
C&4/S28.  IBM  &  rompaliMeS- 


li: 


m 


-tC 


Introducing 
Create  A 
Calendar. 
Our  sim- 

Ele,  power- 
__^^      il  tool  that 
■r=w/r..Jets  you 


"'""^'""''■"  design  daily 


look  snazzy  as  it  fiucs  hx. 


weekly  monthly  or  yearly 
calendars.  In  moments. 


Among  numerous  fea- 
tures, it  includes  graphics, 
borders  and  fonts  for  just 
about  every  occasion.  Or 
use  your  own  pictures  from 
the  Graphics  Scrapbooks 
or  Print  Shop  compatible 
graphics  disks. 

What's  more,  it  lets  you 
write  multiple  lines  of  text 
on  every  date,  lb  make  it 
easy  to  keep  track  of 
everything 


^^jr 


you're  supposed  to  do.  And 
everything  you've  done. 
So  this  year,  go  ahead  and 
make  your  own  calendars. 
There  couldn't  be  a  nicer 
way  to  pass 
the  time. 

USE  OUR  PREVIEW  DISK  TO  DRAW  YOUR 
OWN  CONCLUSION.  Send  your  name,  address, 
phone  number,  computer  type,  and  a  check  or  money 
order  for  S1.50  In  Calendar/Scrapbcok  Preview. 
P.O.  Box  3745.  Young  America,  Minnesota  55394, 
Be  sure  to  inchidc  the  Part  Number  in  the  box  with 
yuur  order  Canadian  orders  add  50c  postage,  6-8 
weeks  delivery.  Expires  4/30/88.  Valid  only 
in  cont.  U.S.  and  Canada.  5 

The  Print  Shop  is  a  tmdemark  ofBrnderbund  Sofiu.'art.  Inc. 

Printmaster  is  a  trademark  of  Unison  World,  Inc.  Graphics 

Scrupbtjok  is  a  tmdematk  ofEpyx.  Inc. 

^  1986  Eprx.  Inc. 


SOFTWARE  REVIEWS' 


Reviewed  by  Mark  Cotone 


Trailblazer 


Computer: 

Commodore  W 

Publisher: 

lIi]Kisca[)e 

UU  Dundee  Road 

Northbrook,  IL  600(52 

Medium: 

Disk 

Price: 

S29.95 

The  elements  are  familial",  but  the  mix 
is  quite  unique.  In  Mindscape's  new 
Tfailhlazer  offering,  outer  space,  soccer 
balls  and  slalom  racing  are  all  combined 
to  create  an  imaginative  intergalactic 
duel  that  represents  aix:ade  entertain- 
ment at  its  high  speed  best. 

Accept  this  game's  challenge  and  you 
will  be  whisked  awa\'  to  an  uncharted 
fai'away  sector  of  the  final  fiiontien  Star 
clustere  poke  their  light  through  the 
dense  black  shixjud  of  deep  space  to  illu- 
minate youi-  plaj'field.  Before  you  at  cen- 
ter screen,  where  one  would  usually  ex- 
pect to  find  an  unexploi'ed  newfound  plan- 
et or  some  mai'auding  alien  spacecraft, 
now  stands  a  common  e\'e!yday  soccer 
ball.  Inflated,  inanimate  and  seemingly 
incongi-uous.  it  rests  upon  a  "hv'perspatial 
space  grid";  a  multi-hued  cosmic  pathway 
that  will  sei-ve  as  a  race  coui-se  for  the 
matches  that  are  about  to  begin. 

As  with  most  successful  ai^cade  contests, 
the  objective  of  Trailbkner  is  fairly 
sti-aightforwai'd.  This  is  a  speed  race.  If 
you  can  guide  yom-  soccer  ball  down  the 
course  and  over  the  finish  line  in  the 
quickest  time,  you  mil  te  declared  the 
winner.  Easy  to  undei-stand?  Yes.  Easy  to 
execute?  Well.... 

Your  racing  vehicle  —  the  soccer  ball  — 
is  the  conventional  kick-around  l.vpe.  But 
instead  of  using  youi'  foot  as  a  power 
source,  a  joystick  is  utilized  to  control 
speed  and  dii^ection.  Tap  the  stick  to  the 
left  or  right,  and  yom-  ball  will  follow  vsith 
a  realistic  roll.  Push  the  stick  forward,  and 
the  racer  will  spin  ahead  \\ith  wild  accel- 
eration. Pull  back  and  it  will  brake  to  a 
janing  halt.  And  to  get  yom-  ball  to  do 
what  balls  ai^e  famous  for,  you  merely  de- 
press the  fire  button,  which  will  spring 
youi'  rotund  racer  into  the  air  with  a  high, 
aiicing  bounce.  Peppy  and  responsive,  it's 
easj^  to  get  some  realistic,  down-to-eaith 
ball  action  even  in  these  far  reaches  of 
space.  But  where  the  vehicle's  control  op- 
erations may  be  familiar  enough,  the  ter- 
rain to  be  ti-avei-sed  can  only  be  described 
asout  of  this  world. 


Your  racing  vehicle  — the 
soccer  ball  —  is  the 
conventional  kick  around 
type, 


Where  most  seasoned  race  diivers 
would  tell  you  that  it's  a  good  idea  to  keep 
your  eyes  on  the  road,  this  ad\ice  takes  on 
added  significance  in  a  Trailblcucr  match. 
All  of  the  game's  courees  are  paved  with  a 
coloi-ful  checkerboard  pattern,  stretching 
five  squares  wide  fiBm  shoulder  to  shoul- 
der Most  of  the  roadway's  colore  are  incon- 
sequential, simply  providing  a  tinted  trail 
for  you  to  ft^eewheel  about  as  you  roll  to- 
waixl  the  finish  line.  But  with  some  of  the 
path's  more  pronounced  pigmentations 
there's  more  than  meets  the  eye,  for  they 
represent  various  racing  pitfalls  that  have 
been  carefully  placed  to  wreak  havoc  on 
your  driving  performance.  For  example, 
the  velocity  of  youi"  spherical  vehicle  can 
fluctuate  greatly  depending  on  the  road 
hues  on  which  your  racer  rolls.  Tri'  to  sail 
across  a  red  square  and  your  bail  speed 
will  be  instantly  cut  in  half,  as  if  you  had 
just  run  into  a  patch  of  molasses.  Even 
more  damaging  is  the  purple  box,  which 
will  take  this  unplanned  deceleration  one 
step  fiirther  by  locking  the  brakes  and 
stopping  your  racer  dead  in  its  ti^acks.  On 
the  opposite  end  of  the  speed  spectrum  is 
the  gi^en  quadrant,  which  will  give  yom- 
vehicle  a  sudden  turbo  boost,  and  the 
white  area,  which  thrusts  yom-  ball  into 
an  uncontit)llable  waip  drive.  Even 
though  an  increase  in  speed  might  be  con- 
sidei'ed  a  desirable  plus  in  a  timed  race  of 
this  nature,  it  will  take  some  sharp  re- 
flexes to  steer  clear  of  disaster  once  your 
soccer  ball's  pedal  hits  the  metal. 

Tb  toy  with  your  sense  of  direction, 
Mindscape  offers  another  outrageous  pair 
of  squares  to  keep  you  on  the  ball.  Run- 
ning over  a  blue  box  gives  you  a  quick 


kick  in  the  bottom,  bouncing  you  into  an 
involuntary  flight  whose  landing  can  be 
helpful  or  hazardous  depending  upon  the 
approaching  zone.  And  if  you're  unlucky 
enough  to  skim  across  a  cj'an  square,  your 
joystick  controls  will  be  instantly  re- 
versed; an  unwanted  adjustment  which 
will  probably  go  unnoticed  until  you  try  to 
steer  one  way  and  inadveifently  roll  your- 
self into  a  disaster  in  the  opposite  direc- 
tion. It's  fiiistrating  fim.  You  must  be 
equally  wary  of  the  danger  posed  by  those 
quadrants  of  the  course  that  ai-e  void  of 
color  altogether  For  these  are  the  awe- 
inspiring  space  phenomenon  known  as 
Black  Holes.  Appearing  as  gaps  in  the 
checkerboard  raceway,  these  celestial  pot- 
holes can  swallow  your  ball  in  one  easy 
gulp,  momentarily  sucking  it  into  the 
realm  of  nonexistence  before  spitting  it 
back  onto  the  track.  These  hazards  come 
in  all  sizes,  fixim  a  single  missing  square 
to  a  fearfijlly  large  gap  that  runs  the  en- 
tire width  of  the  course.  The  ultimate  in 
time  consuming  pit-stops,  these  Black 
Holes  usually  spell  the  difference  between 
first  place  and  last. 

The  races  themselves,  although  fantas- 
tic in  concept  and  design,  will  i-equire 
some  of  the  same  solid  racing  sti'ategies 
you  would  employ  if  you  were  driving  a 
Formula  racer  around  an  Indy  track. 
Knowing  how  to  outmaneuver  your  oppo- 
nent, when  to  make  a  sprint  and  how  to 
approach  each  obstacle  are  some  of  the 
tactical  requirements  that  add  cerebral 
depth  to  the  progi'am's  obvious  reflex  i-eq- 
uisites. 

lb  help  keep  the  contest  moving  with- 
out sacrificing  a  workable  racing  perspec- 
tive, the  game  screen  has  been  sliced  in 
two,  providing  separate  identical  repre- 
sentations of  the  track  on  each  of  its  upper 
and  lower  halves.  This  allows  each  player 
to  keep  a  watchful  eye  on  his  ball  even  if 
the  other  racer  zooms  on  ahead  or  drops 
back  out  of  sight.  The  graphics  are  crisp 
and  clean,  with  the  animation  smooth  and 
believable.  The  checkered  soccer  ball  rolls 
around  realistically,  with  the  hvpei-spatial 
color  grids  bluning  past  to  create  the  illu- 
sion of  speed.  And  all  the  action  is  backed 
by  an  upbeat  audio  track  that  heightens 
the  tension  with  pulsing  music. 

Mindscape  also  offere  a  myriad  of  gam- 
ing options  to  keep  the  challenge  fresh. 
Players  can  tr\'  practice  spins  on  any 
course,  take  timed  solo  runs,  go  head-to- 

Continiied  on  pg.  28 
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TKe  Zork  Trilogy  [iQS  become  a  legend  in  its  time, 
selling  nearl))  one  million  copies!  Mow  the  legend 
continues  with  an  extraordinary  new  Zorkian  universe 
that  breaks  ground  in  computer  gaming.  For  the  first 
time,  the  character-building  and  combat  of  role-playing 
games  joins  the  masterly  prose  and  puzzles  of  Infocom  s 
interactive  fiction. 

Beyoncj  Zork 's  sophisticated  new  interface  makes 
interaction  more  natural  than  ever,  plunging  you  into  a 
world  teeming  with  magic  and  peril.  The  vast  and  varied 
Southlands  of  Quendor  come  alive  as  you  seek  fantastic 
treasure  and  combat  the  vicious  monsters  who  haunt 
the  streets  and  wastelands. 

Challenge  yourself  to  a  quest  that's  far  beyond  anything 
you  ve  ever  experienced.  Beyond  Zork.  ine  incredible  new 
interactive  story  from  the  master  storytellers  at  Infocom. 

inFocom 

125  CambridgePark  Drive,  Cambridge,  MA  02140 

Beyond  Zork  is  available  at  your  local  ikalerfor  dx  Apple  I!  series,  MacinWshy  Commodore  12B, 
Amiga,  IBM  IK:  and  100%  compatibles,  and  Alan  ST.  To  order  direct,  call  1-800-262^6368. 
Coming  soon:  Apple  flGS. 

Zork  is  a  re^stered  trademark  oflnfocom^  Inc. 


One  glance  at  Beyond  Zork  "oAll  shou;  you  i}>at 
It's  Hnlike any  interactive  ilory  you've  seen  before. 
On-screen  mapping.  Windcfw  aisplays.  A  character 
that  grvws  in  strength  and  power.  You  get  all  the 
exdlement  ofrole-playznggarriei,  ikUljully  blended 
with  thefahtdous  puzzles  and  award-inning  prose 
of  infocom 's  interactive  Jiction. 


Scnvn  dxrjm  is  for  the  Commodorw  128  version. 


Software  Reviews/Trailblazer ' 

Continued  from  pg.  26 

head  with  a  human  opponent,  or  compete 
with  a  merciless  computer  racer.  The  net- 
work of  courses  waiting  to  be  tested  is  a 
highly  divereified  lot.  Mindscape's  design- 
ers not  only  use  the  colored  squiu-es  as  sin- 
gular pitfalls,  but  also  airange  creative 

Hot  on  the  Trail 

Once  you're  off  and  rolling,  and  you're 
looking  to  blaze  the  quickest  path  ta  victo- 
ry, check  out  the  tips  I've  listed  below. 
"They  should  help  to  give  your  ball  the 
winning  edge. 

•  An  unusual  racing  weapon  that  isn't 
even  touched  upon  in  the  program's  short 
instructions  is  a  player's  ability  to  bump 
his  ball  against  an  opponent.  The  impact 
itself  won't  cause  any  vehicular  damage, 
but  the  bumping  move  can  Ik  used  to  ei- 
ther prevent  yom*  competitor  fix)m  pass- 
ing, or  to  force  him  intia  an  involuntary 
meeting  with  a  course  obstacle.  But  be 
careful,  different  ball  positions  during  im- 
pact will  have  different  results,  if  you  mis- 
judge your  speed  and  fall  back  by  even  the 
smallest  margin,  you  might  wind  up  in- 
creasing your  opponent's  lead  by  bumping 


combinations  of  obstructions  to  provide  a 
whole  series  of  imaginative  obstacle 
coui-ses.  Each  track  becomes  a  different 
puzzle,  personalized  with  its  own  title, 
(Easy  Going,  Jumps  Galore,  etc.),  and 
then  airanged  by  level  of  difficulty  to  pro- 
vide an  ever  increasing  challenge  for  the 

his  rear  and  thrusting  him  forwaiti. 

•  Once  you've  become  familiar  with  the 
course  layouts  and  can  replace  simple  re- 
flex reaction  with  planned,  timed  moves, 
the  roads  will  seem  a  lot  smoother  and 
your  scores  will  undoubtedly  climb  higher. 
One  of  the  best  ways  to  become  acquaint- 
ed with  the  various  tracks  is  to  play  fol- 
low-the-leader.  Select  a  two  player  match 
option  with  the  computer  as  your  oppo- 
nent. When  the  race  begins,  lag  back  a  lit- 
tle and  fall  in  line  behind  your  competi- 
tor's ball.  By  mirroring  the  actions  of  the 
computerized  vehicle,  and  learning  from 
his  mistakes  as  well  as  his  successes,  you 
will  then  be  able  to  build  a  sound  strategic 
foundation  for  a  winning  i-un. 

•  When  TVailblazing,  life  on  the  edge  is 
often  a  prerequisite  to  \dctory.  When  you 
open  the  throttle  and  put  some  serious 
speed  behind  the  ball,  the  course  obsta- 
cles, which  always  cover  at  least  one  full 


serious  joystick  jockey.  Anyone  who  can 
roll  his  way  past  the  fourteenth  level 
should  consider  himself  an  expert  space 
racer. 

For  arcade  enthusiasts  looking  for  a 
new  challenge,  I  suggest  you  give  Trail- 
blazer  a  workout.  You'll  have  a  ball. 

lane,  can  have  a  way  of  approaching  and 
colliding  without  warning.  Players  can 
buy  themselves  a  little  extra  time  by  rid- 
ing right  on  the  edge  that  is  formed  by  ad- 
jacent lanes.  This  gives  the  contestant  ac- 
cess to  two  quick  escape  routes  when  try- 
ing to  sidestep  an  oncoming  obstacle. 

•  Ball  bouncing  takes  on  some  unique 
properties  out  here  in  space,  and  you'll 

find  that  you  can  still  control  your  vehi- 
cles speed  and  direction  even  when  it  has 
sailed  into  the  air  and  lost  contact  with 
the  trail  below,  With  this  in  mind,  when 
you  are  involved  in  a  game  option  that  al- 
lows for  unlimited  use  of  the  jump  func- 
tion, you  might  consider  using  a  bouncing 
mode  of  travel  along  the  entire  length  of 
the  track.  You  won't  lose  any  speed,  you'll 
still  retain  total  control  of  your  vehicle, 
and  you  can  avoid  many  of  the  gaps  and 
obstacles  in  the  track  by  flying  over 
them.  H 


SFteeGamesf 

Buy  a  Commodore  64" and  get 
over  $100  of  outrageous 
Epyx"  software- 
absolutelyfree! 


Details  at  participating  Commodore  64  "dealers. 
Games  require  disk  drive  and  joystick,  not  included. 


You  Can  Do  More 
With  a  Commodore  64™ 

©  1987  Commodore  Electronics  Ltd.  Program  titles  are  trademarks  of  Epyx,  Inc. 


Jumpman  Jr. 
Pitstop  II" 
Super  Cycle  " 
Summer  Games " 
Winter  Games " 


^  commodore 
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Wj:lcomf:  To  CompuServe. 
The  Largesp  Compu  per  Ini  ormation  Service  In  The  Universe. 

(As  Far  As  We  Know.) 


More  people  use  CompuServe  than  any  other  online 
computer  information  service  on  Earth. 

Over  375,000  members  access  hundreds  of  information, 
communications  and  entertainment  services  online. 

Thousands  with  similar  interests  and  special  expertise 
converge  regularly  and  exchange  ideas  on  an  ever-expanding 
list  of  special-interest  Forums. 

They  have  access  to  a  combination  of  more  financial 
information,  a  greater  variety  of  shopping  services, 
and  deeper  research  resources  than  any  other  online 
computer  service.  Anywhere. 


Of  course,  it's  conceivable  that  there's  a  service  like 
ours  somewhere  that  could  give  you  more  for  your  money 
But  you  may  have  to  travel  a  few  light-years  to  find  it. 

Instead,  all  you  have  to  do  is  visit  your  nearest  computer 
dealer  today.  To  order  CompuServe  direct,  or  for  more  infor- 
mation, write:  CompuServe,  5000  Arlington  Centre  Blvd., 
Columbus,  Ohio  43220.  Or  call  800  848-8199.  In  Ohio  and 
Canada,  call  614  457-0802. 


CompuServe^ 
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SOFTWARE  REVIEWS 

The  New 
Aladdin 

Computer:  Amiga 

Publisher:    Disk  Publications,  Inc. 

12200  Pai-k  Central  Diive 

Suite  310 

Dallas,  Texas  75251 

Medium:     Two  tiisks  per  ksue 
Price:  §19.95  ])er  is,sue 

For  500  .veal's  man  accepted  ink  and 
paper  as  the  ttest  medium  for  record- 
ing information  and  exchanging  ideas. 
Four  hundred  years  passed  before  photo- 
graphic film  and  magnetic  surfaces  were 
used  to  store  information.  And  within  the 
past  ten  years  we  have  added  the  floppy 
disk  and  compact  laser  disk  to  the  list  of 
surfaces  suitable  for  storing  information. 
The  New  Aladdin  is  the  latest  publication 
which  attempts  to  use  the  magnetic  sur- 
face of  a  computer  disk  to  dispense  news, 
fiction,  features  and  reviews  —  collective- 
ly constituting  a  disk-based  magazine. 
Another  revolutionaiy  idea  has  surfaced. 
Will  it  work? 

The  New  Aladdin  is  packed  on  two  self- 
booting  disks  and  is  published  six  times 
per  year,  lb  "read"  it  on  your  Amiga's 
screen  you  simply  wait  for  the  familiar 
"Insert  Workbench"  prompt  and  insert 
"Disk  A"  instead.  After  the  cover  screen 
fades,  a  beautiftjlly  detailed  genie  ap- 
pears, holding  a  pulsating  crystal  ball. 
This  substitutes  for  the  contents  page  of  a 
traditional  magazine.  Three  large  icons 
located  at  the  bottom  of  the  screen  serve 
as  scanning  and  selection  buttons.  When 
an  arrow  icon  is  clicked  the  title  of  the 
next  item  on  the  file  will  appear.  If  you 
want  to  examine  that  article  you  move  the 
pointing  hand  to  the  ENTER  icon  and 
click.  The  disk  will  spin  and  in  a  few  sec- 
onds the  article  will  appear. 

An  average  issue  contains  neai-ly  two 
dozen  articles  covering  such  diverse  topics 
as  movie  reviews,  educational  ad\'ice,  hu- 
mor, ready-to-run  programs,  commercials 
and  culinaiy  instructions.  For  instance, 
the  featm-e  called  '"listing  By  Gus" 
spends  seven  screens  talking  about  food 
fads  and  ends  with  a  recipe  for  peach  cob- 
bler I  found  the  mo\ie  review  section  one 
of  the  more  innovative  sections  in  the 
magazine.  Not  only  does  the  report  give 
Critic  Rod  Downey's  opinion  of  the  mo\ie, 
but  it  actually  displays  still  photos  clipped 


Reviewed  by  Gary  V,  Fields 


"An  interview 
with  the 
President" 
included  an 
animated  and 
interactive 
conversation 
with  President 
Reagan  and 
Nancy. 


right  from  the  movie.  A  column  which  will 
interest  many  computer  enthusiasts  is 
written  by  Ken  Loss-Cutler  called  "New 
Paint  for  Old,"  which  concentrates  on  us- 
ing the  computer  screen  as  a  medium  for 
artists.  He  discusses  the  problems  and  so- 
lutions of  the  new  technology  and  finishes 
with  some  examples  of  work  submitted  by 
readers. 

One  article  which  did  show  some  of  the 
medium's  potential  was  "an  intei-view 
with  the  President."  It  included  an  ani- 
mated and  interactive  conversation  with 
President  Reagan  and  Nancy.  The  anima- 
tion here  is  both  satirical  and  hilarious. 
The  screen  shows  a  large  caricature  of 
each  Reagan  which  talks  at  length.  Both 
are  well  drawn  and  realistically  animated 
(eyes  roll  and  shut,  mouths  move  and 
teeth  flash)  and  their  remarks  are  bit- 
ingly  humorous.  After  each  has  their  say, 
you  can  type  in  questions  which  they  will 
answer 

One  columnist  fills  her  pages  with  chit 
chat  with  the  stars,  another  offers  finan- 
cial advice,  still  another  gives  hints  on 
how  to  raise  and  educate  youi-  children 
and  yet  another  spends  18  pages  talking 
about  love,  romance  and  the  public's  inter- 
est in  both.  And  of  course,  there  are  a  few 
traditional  computer  games  like  those  you 
normally  have  to  type  in  from  printed  list- 
ings. If  you've  ever  used  your  summer  va- 
cation trying  to  duplicate  and  debug  such 
a  listing,  you'll  love  Aladdin's  no  wait,  no 
sweat,  no  eye  strain  solution  to  that  chore. 

The  publication's  graphics  can  only  be 
described  as  stunning— just  what  you 
would  expect  on  an  Amiga.  The  sound  ef- 
fects ai"e  just  as  well  done,  and  the  two  mix 


to  create  an  atmosphere  charged  with  pos- 
sibilities. Each  title  screen  whets  your  ap- 
petite for  what  is  to  come  next.  Here  is  a 
publication  which  can  do  more  than  show. 
It  can  let  the  reader  interact;  it  can  ani- 
mate stories,  teach  with  examples,  enter- 
tain with  action,  sound  and  dazzle. 

And,  like  most  young  publications, 
Aladdin's  screens  and  features  offer  more 
illusion  than  substance.  From  reading  the 
articles  included  in  the  current  issue,  I 
don't  think  the  publication  realizes  what 
the  majority  of  its  readers  will  want. 
Aladdin  is  a  magazine  which  only  com- 
puter owners  can  read  so  I  expected  most 
of  the  articles  to  be  computer  related — 
they  are  not.  Only  a  few  topics  in  the  issue 
used  for  this  review  were  targeted  for  that 
specific  interest  group. 

For  a  new  publication  to  survive,  espe- 
cially in  uncharted  waters  like  disk-based 
publishing,  it  must  be  iimovative,  well 
prepared,  launched  at  just  the  right  time 
and  a  little  luck  doesn't  hurt  either  From 
what  Fve  seen  fix)m  rea^ng  Aladdin  and 
gleaned  from  the  news  releases  coming 
out  of  Dallas  {Aladdin's  home  city),  it  is 
prepared  to  map  these  new  waters.  It's 
strong  suit  at  this  time  is  its  novelty  —  it's 
different.  A  lot  of  people  will  try  an  issue 
or  two  just  to  see  w'hat  it  offei-s.  But  at 
$19.95  novelty  alone  will  quickly  wear 
thin  for  most  subscribers. 

The  challenge  for  Aladdin's  foundere  is 
just  as  formidable  and  exciting.  If  they  in- 
tend to  be  publishing  into  the  21st  cen- 
tur\'  theyil  need  to  determine  the  taste 
and  requirements  of  their  potential  sub- 
scribers and  supply  those  needs  at  an  af- 
fordable price.  g 
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he  track's  fust 
and  your  oppo- 
nent, fough.  You 
odded  just  enough 
nifro,  cranked  up 
the  blower,  and  now  2,500  raging 
horses  await  your  split-second 
reactions.  Will  you  blow  the  other 
guy  owoy  for  the  season  champi- 
onship, or  just  go  up  in  smoke? 

You  face  new  chollenges  at  each 
stop  during  the  9-evenl  seoson. 
Every  round  of  qualifying  and 
races  pits  you  against  the  world's 
top  drivers.  Choose  the  best  set-up 
for  track  and  weather  conditions, 
then  slide  behind  the  wheel  for  a 
gut-wrenching  ride  to  glory. 

All  the  sights,  sounds  ond  exhila- 
ration of  big-time  drag  racing 
are  waiting...  r/you  con  handle  it. 

Available  for  Commodofe 
64/121'"  and  Apple^^  II  series 
computers. 
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TOP  FUEL 
EUMtmTCm 


To  order  by  moil,  call  800/227-if  00 


ON^^^^ 
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Bring  your  COMMODORE'  to  life 
with  a  FREE  modem  and  software! 


Now  you  can  plug  your  Commodore  into 
an  exclusive  network  that's  useful,  easy 
fun  and  affordable.  Join  Q-Link  now,  and 
we'll  give  you  a  free  modem  and  software 
to  get  you  started. 

Your  official  source  of 
Commodore  support. 

Because  Q-Link  is  offered  exclusively  to 
Commodore  owners,  you  get  the  most 
relevant  and  useful  services— including  a 
hotline  to  Commodore  Business  Machines 
for  fast  answers  to  your  questions. .  .the 
GE05  Arena  to  help  you  get  the  most  out 
of  your  GEOS  software  ...  "live" 
conferences  with  Berkeley  Softworks  and 
other  software  publishers  such  as 
Electronic  Arts,  Activislon,  to  name  a 
few.  .  .  .and  user  group  support. 

You'll  never  be  alone. 

Meet  and  chat  live  with  new  friends  from 
all  over  the  U.S.  and  Canada.  Participate  in 
exciting  full-color,  multi-player  games  like 
RabbitJack's  Casino  (including  Blackjack, 
Poker,  Bingo  and  the  Slots),  Chess  and 
Backgammon.  Send  and  receive  electronic 
mail.  Join  group  discussions  or  start  a 
special  interest  group  of  your  own. 
Compete  in  contests  and  win  prizes. 

Save  money  every  day. 

Expand  your  software  library  with  more 
than  10,000  free  public  domain  programs 
—  games,  graphics,  business  and  educa- 
tional software,  and  much  more!  Sample 
"hot"  software  before  you  buy  Com- 
parison shop  for  the  lowest  prices  on  more 
than  250,000  items.  Get  the  lowest-priced 
airline  tickets,  rental  cars  and  hotel  rooms 
using  American  Airlines  Eaasy  Sabre  ^^ 
Travel  Service. 


offer  valid  while  supplies  last  and  only  for  new  members  in  the 
continental  U.S.  and  Canada.  Expires  6/30/88.  Prices  subjea  to 
change.  There  is  a  communications  surcharge  for  connection  to  O- 
Link  from  Canada:  6  cents  (U.S.)  per  minute  from  Montreal, 
Vancouver,  Ottawa,  Toronto,  Quebec,  Windsor,  Kitchener,  and 
Calgary  using  Tymnet  network,  and  IS  cents  (U.S.)  per  minute  for 
over  85  other  locations  using  the  DATAPAC  network. 


Commorioie  iv  o  rugisle'eC  UJtcemaik  ot  Comdiodori-  tlecltoniH.  Lid-  O-Unlt  li  a  «rvi(pmdlk  of 
Ouanium  CompoTer  Servitc^,  Inc  Gfolifr'l  Academic  Amtnc.in  Encyclopedia  it  i  iiad*mark  of  Grolipf 
Eknrof^iC  Pubtishincj   GfOS  .i^d  Beikeley  SoltworV^  arf  )r.id,.n,.r„e^  of  Btrkelcy  SalCwtjrC^ 


The  easiest  online  service  to  use. 

When  you  join  Q-Link,  you'll  receive 
customized  software  that  does  all  the 
work  for  you.  You  don't  have  to  memorize 
any  complicated  commands.  To  select 
what  you  want  to  do,  simply  choose  from 
colorful,  easy-to-use  menus. 

The  lowest  priced,  full  service 
Commodore  network. 

For  only  $9.95  a  month,  you'll  enjoy 
unlimited  accessto  a  wide  range  of  services 
—  including  the  latest  news,  enter- 
tainment updates,  Grolier's  Academic 
American  Encyclopedia,  and  help  from 
experts  at  Commodore.  Special  "Plus" 
services,  including  online  tutoring  and 
software  previews,  cost  only  8  cents  per 
minute.  And  your  first  hour  of  Plus  usage 
for  each  full  month  of  membership  is  free! 

With  Q-Link,  you  can  sharpen  your  com- 
puter skills... connect  with  people... 
discover  new  ways  to  get  smart... save 
money  every  day. . .  plus  have  a  lot  of  fun! 

For  fastest  service,  call  toll  free 
1-800-782-2278  Extension  1209 
or  clip  and  mail  this  coupon  to 
Q-Link,  8619  Westwood  Center 
Drive,  Vienna,  VA  22180. 

I Q-LINK  RESERVATION  FORM 

Choose  one; 

□     I  need  a  modem.  Start  my  Q-Unk  membership  by  charging  me  now  for 
my  first  A  months  at  $39.80,  and  $end  me  the  FREE  Q-Link  software  and  a 
FREE  Coirmodore  300  baud  auto-dial  modem  (model  1660—retdil  value  S59.95). 

□     I  already  have  a  modem.  Send  me  my  FREE  Q-Liak  software  and  start 
my  Q-Link  membership  by  charging  me  now  for  my  first  month  of 
membership  at  S9.95. 


I^NllN;imp 

AriHrpcc 

rity 

(No  P.O.  BoxeiJ 
state 

Zip        .. 

Evening  phone  ' \ 

Choose  your  method  of  payment: 

J  Please  charge  my  creciit  card. 

Master  Card  _.  Visa 


.!  Check  enclosed. 


AcctS. 


_Exp._ 


Signature . 

Call  toll-free  1-8O0-782-I27SEirt- 1209 or 

mail  this  coupon  to; 

Q-Link,  8619  Westwood  Center  Drive, 

Vienna,  VA  22130 


The  Cimwuidure  Connection. 
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Reviewed  by  Russ  Ceccola 


The  Fellowship 
of  the  Ring 


Computer: 

Commixlore  Hi 

Publisher 

Addison-Weslev 

Piiblisliin^'Co.,  Inc. 

Jacob  Wav 

Reading,  MA  01867 

Medium; 

Disk 

Price: 

SM.95 

Addision-Wesley  has  continued  their 
commitment  to  the  works  of  J.  R.  R. 
Tblkien.  After  firet  bringing  to  the  soft- 
ware world  an  adventure  game  version  of 
The  Hobbit,  Addison-Wesley  has  now  ha- 
gim  its  adaptation  of  Tblkien  s  The  Lord  of 
the  Rings  trilogy  with  the  production  of 
The  Fellowship  of  the  Ritig. 

The  Fellowship  of  the  Ring  is  an  inter- 
active text  adventure  with  graphical  re- 
presentations of  the  locations  in  the  game. 
You  perform  actions  through  the  chai'ac- 
ters  in  the  game  by  typing  commands  on 
the  keyboard,  Aft:er  you  enter  a  new  loca- 
tion, a  picture  pops  up  on  the  screen  show- 
ing you  exactly  what  the  adventuj^-r  sees. 
The  game  takes  place  in  the  legendaiy 
land  created  by  Tblkien  called  Middle- 
Earth  and  there  was  so  much  area  to  ex- 
plore in  The  Fellowship  of  the  Ring  that  it 
took  two  sides  of  a  disk  to  accommodate 
the  adventm^. 

The  Fellowship  of  the  Ring  closely  fol- 
lows Tblkien's  novel  in  plot  but  differs 
from  most  other  software  versions  of  nov- 
els in  that  you  aren't  simply  playing  out 
the  book,  but  rather  have  the  opportunity 
to  do  whatever  you  w^ant  in  your  explora- 
tions. Don't  expect  to  read  the  book  and 
then  just  breeze  through  the  game.  Ad- 
dison-Wesley specifically  designed  The 
Fellowship  of  the  Ring  so  that  the  goal  of 
the  game  could  be  reached  in  different 
ways,  depending  on  the  player 

The  Fellowship  of  the  Ring  is  divided 
into  two  parts,  one  on  each  side  of  the 
disk.  Both  can  be  played  as  stand-alone 
adventures,  with  the  firet  part  conxispond- 
ing  closely  to  Book  I  of  Tolkien's  classic 
and  the  second  part  beginning  in  the 
same  area  of  Middle-Earth  as  Book  II.  Al- 
though you  can  start  your  game  on  either 
side  of  the  disk,  I  would  strongly  recom- 
mend that  you  play  the  fii-st  part  before 
the  second,  only  because  you  gather  a  lot 
of  items  in  the  first  part  that  make  things 
easier  in  the  latter  half  of  the  game. 


Fellowship  of  the 
/?//7gcramsallof 
the  atmosphere 
and  characteriza- 
tion of  Middle- 
Earth  onto  one 
floppy  disk. 


In  a  sunny  well-tended  garden. 


In  The  Fellowship  of  the  Ring,  you  have 
the  abilitj-  to  assume  the  role  of  any  or  all 
of  the  four  hobbits  fi-om  the  original  work: 
Frodo  Baggins,  Pippin,  Merry  or  Sam.  By 
accepting  control  of  as  many  hobbits  as 
there  are  players  of  the  game,  up  to  four 
people  can  play  The  Fellowship  of  the 
Ring  by  taking  turns  with  their  chai-ac- 
ters.  Otherwise,  if  you're  playing  alone 
you  must  remember  to  switch  characters 
eveiy  now  and  then,  for  the  game  expects 
you  to  control  the  actions  of  all  charactere. 

If  you  only  choose  one  character  at  the 
beginning,  the  other  three  are  computer- 
controlled  and  follow  your  character,  per- 
forming ordinary  actions  automatically. 
Choosing  more  than  one  of  the  hobbits  is  a 
way  of  making  The  Fellowship  of  the  Ring 
more  difficult,  just  in  case  you  fmd  it  too 
easy  —  which  you  won't. 

You  start  your  travels  at  Bag  End  in 
Hobbiton,  as  either  Frodo,  Sam  or  Pippin, 
who  are  all  awaiting  the  commencement 
of  the  adventure.  I  would  suggest  the 
choice  of  Frodo  as  j'om-  character  for  a  few 
games,  until  you  feel  more  comfortable 
with  the  other  three  hobbits  and  their  per- 
sonalities. Fiodo  is  the  main  character  in 
The  Fellowship  of  the  Ring  and  has  pos- 
session of  the  One  Ring;  these  are  attrac- 
tive qualities  to  the  beginner,  for  Frodo 
can  disappeai-  by  using  the  ring  and  most 
of  the  action  is  petfonned  by  him. 

Pippin,  Merry  and  Sam  have  their  re- 
deeming chai'acteristics  as  well,  so  don't 
rule  them  out  as  your  alter  ego  in  Middle- 
Earth.  Sam  is  very  loyal  to  Frodo  and  will 
follow  him  everywhere  he  goes  in  oi-der  to 
protect  him  and  the  ring  in  his  possession. 
Sam  also  is  a  sturdy  and  strong  hobbit, 
Merry  has  the  added  benefit  of  being  able 
to  swim,  one  of  the  few  hobbits  who  can. 


Use  this  fact  to  your  advantage. 

Pippin  is  a  very  agile  hobbit  and  be- 
comes very  useful  to  the  adventure  when 
a  quick  foot  and  defl  aim  are  needed. 
Frodo  leads  the  group  in  intelligence  and 
can  observe  potential  djmger  fastor  than 
the  other  hobbits.  Choosing  all  four  char- 
acters to  contiTol  is  a  difficult  task  and 
recommended  only  to  those  who  know  of 
these  characters  from  both  books  and 
practice  games.  Although  knowledge  of 
Tolkien's  works  is  not  necessaiy  in  the 
play  of  The  Fellowship  of  the  Ring,  read- 
ing The  Hobbit  and  the  first  book  of  T/ie 
Lxjrd  of  the  Rings  surely  adds  to  the  enjoy- 
ment of  the  game  and  the  skill  with  which 
the  adventurer  can  pui"sue  Frodo's  adven- 
tures. 

Tblkien  fans  can  do  nothing  but  rave 
over  The  Fellowship  of  the  Ring.  It  takes 
all  of  the  atmosphere  and  characteiization 
of  Middle-Earth  at  the  End  of  the  Third 
Age  and  crams  it  into  one  small  floppy 
disk.  The  reason  for  the  difficulty  in  the 
game  is  the  avoidance  of  the  novel's  plot. 
Sure,  you  can  try  to  play  your  adventure 
exactly  as  it  happened  in  the  book,  but 
you  may  have  trouble. 

There  is  no  right  or  wrong  action  in  the 
game.  What  happens  depends  on  what 
you  or  others  have  done  earlier  in  the 
game.  So,  just  because  there  are  a  pack  of 
Wai^  attacking  you  near  the  Mist}' 
Mountains  at  one  moment  in  the  game 
doesn't  mean  that  the  pack  will  be  at  that 
place  the  next  time  you  come  back.  This 
degree  of  randomness  sets  The  Fellowship 
of  the  Ring  apart  fttim  other  adventures 
and  truly  gives  a  challenge  to  the  player, 
whether  a  novice  to  Tblkien's  land  or 
someone  who  has  memorized  all  of  the 

Continued  on  pi^.  36 
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SPECTRUM  HOLOBYTE  PRESENTS 


INTRIGUE! 

The  plot  thickens... Someone  kidnapped  your  brother,  Joe! 
Was  it  the  hard-boiled  agent,  Kruger?  The  urbane  third-world 
ambassador?  His  gorgeous  secretary,  Lisa?  Why  does  the  Post 
reporter-lady  know  so  much?  You'll  find  out  "wlio  dunnit"  by 
talking  with  the  people  you  meet  in  D.C.'s  streets,  hospitals, 
bars,  malls,  embassies... Listen  to  what  they  say  and  watch 

their  expressions  change.  There 
are  over  2000  solutions!  Solve 
cases  yourself  at  three  levels  of 
difficulty  or  compete  with  up  to 
3  other  players.  Pick  either  male 
or  female  interaction.  Good  luck 
uriraveling  your  next  INTRIGUE! 


Apple  I  *rscr 


AsiUiie  on  Affk  1 4ai(  and  CotiRidae  64K 


ATEGY  MAZE  GAME 


SOKO-BAN 

You  are  in  the  midst  of  a  maze  with  large,  heavy  boxes  blocking 
the  passages.  Your  task  is  to  move  every  box  into  a  predeter- 
mined area.  Sound  easy?  A  well-planned  strategy  is  the  only 
way  you  will  ever  complete  your  task.  One  wrong  move  can 
render  the  puzzle  unsolvable.  An  overhead  3-D  view  enables 
you  to  contemplate  the  results  of  moves  before  you  make  them. 
Solve  50  levels  of  increasingly  difficult,  predesigned  mazes. 
In  competition  mode  challenge  up 
to  3  other  players.  Design  an 
infinite  number  of  mazes  yourself 
with  the  option  to  save  49  of 
them  at  one  time.  With  SOKO- 
BAN  there  is  always  the  challenge 
to  complete  just  one  more  maze! 

Asailable  01  ComrodOT  MK  and  IBM  256K 


2061  Challenger  Drive    Alameda,  California  94501     |415)  522-3584 

kitrigua!  C<„¥rtl!M  1M6,  Kinmaoi.  S(*o-Ban  Copytighi ««,  ASCII  Cofporation,  A«]te  //,  Carrmxtora  HK.  and  IBM  m  t^aan^  tradenaifa  rf  ApHe  Cmpm.  Ire,.  Cormodofe  Eleciranes  LimtoJ,  .«J  Immaifflwl  Buares  Ma<*«s  Cafp.  rapecMlv 


TWo-On-TWo  Basketball  Action 

One-on-one  is  OK  for  a  little  practice,  but  real  basketball  is 
a  team  sport  lb  be  really  good  at  it,  you  need  all  the  skills  — 
passing,  dribbling,  shooting,  stealing  and  rebounding.  That's 
what  it  takes  to  win  a  championship.  That's  what  GBA  Champion- 
ship Basketball^:  TWo-on-TWo™  delivers. 
From  the  roar  of  the  crowd  to  the  swish  of  the  net,  from  slam 
dtmks  to  three-point  shots,  it's  all  here  —  fast  and  competitive. 
Not  only  is  there  team  action,  but  you  can  even  compete  in  a 
4-division,  23-team  league  -  all  the  way  to  the  playoffs  and  the 
GBA  Championship  game! 

When  you're  ready  to  jump  into  the  big  leagues  of  computer 
basketball,  start  with  the  game  that  begins  where  the  others  leave 
off—  GBA  Championship  Basketball:  Two-on-lWo. 


For  Commodore 
64,  128  and  Amiga, 
Apple  Ue.  lie,  and 
Hgs,  Atari  ST,  IBM 
PC.  PCjr,  Tandy 
1000  and  100% 
compatibles. 


)  Apple  OGS 


y  screen  shown. 
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Tbordcr.visil  your  local  retailer  OTCaJI  l-8O0-227-690O.Commo<)Oic64, 128  andAmigaarr  trademarks  or  Commodore 
ElectiOTlIcs.  Limited-  Apple  is  a  tradtmark  of  Apple  Computer,  Inc.  Atari  ST  is  a  (rademarit  of  Aiari  Coqwratlon.  IBM  PC 
and  PCjr  art  irademaiks  of  Imcrnational  Businris  Machines  Corporation.  Tandy  is  a  trademark  ofTindy  Corporation. 


Look  for  specially  marked  iS^flSSFZS^^ 
packages  featuring  an  exclusive  offer  from 
^ofts  lyusirated. 


36    NOVEMBER  1987 


Software  Reviews/ Fellowship  of  tlie  Ring— 

Continued  from  pg.  34 

events  and  people  of  The  Lord  of  the 
Rings. 

Although  the  pictures  that  come  up  on 
the  screen  upon  entering  a  new  location 
are  optional,  they  add  to  the  overall  enjoy- 
ment of  the  game.  Play  the  game  with  pic- 
tures until  you've  seen  most  of  the  areas 
at  least  once.  The  graphics  used  in  the  pic- 
torial representation  of  Middle-Earth  are 
excellent  and  capture  the  flavor  of  the 
original  drawings  made  by  Tblkien.  By 
the  way,  traveling  thitiugh  Middle-Earth 
without  using  the  pictures  is  quicker 
because  disk  access  time  is  cut  to  a 
minimum. 

Despite  all  of  the  randomness  associat- 
ed with  the  game,  there  aJ'e  two  goals  that 
must  be  met  at  some  point  in  the  game. 
First,  the  game  does  not  begin  with  Meny 
present.  Sam,  Ymdo  and  Pippin  must 
travel  to  CrickhoUow  to  find  him.  Also, 
Frodo  must  travel  to  Rivendell,  where 
Elrond  will  tell  him  what  he  must  do 
with  the  ring  that  he  carries.  These  two 
things  must  be  done  to  complete  the 
game.  Other  than  that,  you're  pretty 
much  on  your  own. 

A  way  to  check  how  close  you  are  to  the 
end  of  the  adventure  is  to  type  SCORE  in 
as  a  command.  You'll  be  given  an  indica- 
tion of  the  percentage  of  the  points  possi- 
ble that  youVe  scored.  From  this  informa- 
tion, you  can  sense  whether  you  must  fin- 
ish up  quickly  or  whether  you  have  room 
for  fijrther  exploration,  hi  either  case. 
The  Fellowship  of  the  Ring  is  an  excellent- 
ly designed  adventure  that  adds  new 
dimension  to  the  world  created  by  J.  R.  R. 
Tblkien. 

The  Fellowship  of  the  Ring  is,  in  itself, 
worth  the  ticket  price.  You  are,  however, 
treated  to  a  lot  more  in  the  package,  mak- 
ing a  purchase  of  the  adventmie  more  eco- 
nomical. Along  with  the  game  disk,  you 
get  a  small  guide  to  the  game  in  book  for- 
mat, a  player's  reference  card  with  map  of 
Middle-Earth  and  a  copy  of  Tblkien's  book 
that  lends  the  title  to  the  game.  What 
more  could  an  adventurer  ask  for?  A 
quick  perusal  of  the  novel  can  help  a  lot 
m  the  journey  of  Frodo,  as  directed  by 
your  hand. 

I  can't  really  give  any  hints  for  play  of 
the  game  because  of  the  dependence  of  the 
player's  actions  on  future  events.  Howev- 
er, experiment  with  the  characters  and 
places  and  don't  rely  on  what  happened  in 
the  book.  Be  carefiil  in  the  mai-sbes  and 
woods  and  don't  be  afraid  to  talk  to 
strangers,  Remember,  as  Frodo,  don't 
wear  the  ring  too  often  or  you'll  be  taken 
in  by  it's  power  and  doomed  forever!      g 
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The  Magazine  On  Disk 
for  Commodore  64/128 


"...  UDADSTAR's  quality,  variety,  interaction, 
personality,  and  pizzazz  make  all  ttie  ottiers 

generic  in  comparison." 

A.E.R  -San  Diego,  CA 

Most  issues  contain 
TWO  disi<sl 


Availabfe  a1  Waldenbooks,  Bl  Dalton  Booksellers,  and 
computer  stores  everywhere.  (Covw Pries  $  9. 9S) 
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LOAD/TAR 
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LOADSTAR  Issue  #40  contains 
these  ready  to  run  progrqoafc 

•  PENSATE.thehitarcaderj 
Polarwaro/Penguin  •  DUGAN'S  ART  Dl 

•  OHMS  LAW  •  FARMERS  MARKET  •  F^ 
PUZZLER  •  SOUND  SYNTHESIZER  •  UJLl 

'  SPOT  SHOT  •  MATH  PUZZLE  •  GENSPRITE  • 
EDIT  •  BIG  LEAGUE  •  UST  PATROL  •  JOIN  R 

•  PRINT  SHOP  IMAGES  and  much  morel 
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Valuable  software 
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Every  month,  disk  issues  of  LOADSTAR  include  C-64  and 
C-128  programs  printed  In  COMMODORE MAGAZINB, 
plus  exciting  new  programs  written  by  top 
programmers,  and  special  bonus  features  from 
leading  software  developers. 

LOADSTAR  issues  contain  ready  to  run  programs  ttiat 
everyone  in  the  family  will  enjoy  —  games,  graphics, 
educational  programs,  home  and  business 
applications,  tulorials,  utilities,  and  more. 
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Reviewed  by  David  Brooks 


Dr.  T's  C128 
Keyboard 
Controlled 
Sequencer 

Computer:  Conimocloi'e  128 

(with  MIDI  Interface) 

Publisher:   Di-.  T's  Music  Softwai-e 

220  Boylston  Street,  Suite  306 
Chestnut  Hill,  iVIA  02167 
(617)-244-6954 

Price:         $225.00 

Every  now  and  then  a  product  comes 
along  that  stands  out  so  clearly  above 
its  competition  that  it  defines  its  own 
class.  I  believe  Dr.  T's  C128  Keyboard 
Controlled  Sequencer  (KCS>  for  MIDI- 
compatible  electronic  musical  instra- 
ments  is  such  a  pixxluct.  A  iVIIDI  sequenc- 
er, when  used  with  an  appropriate  hard- 
wai"e  interface,  allows  you  to  i^oi-d,  play, 
and  edit  music  fixim  your  computer  (Beai' 
in  mind  that  such  progi'ams  do  not  use  the 
Commodore  SID  chip,  but  require  exter- 
nal sound-producing  hardware.) 

Although  Dr  T's  Music  Softwai^  may 
not  be  a  household  word,  their  KCS  has 
been  around  for  a  few  years.  The  firet  ver- 
sion for  the  64  was  interesting  in  its  con- 
cept but  had  a  few  serious  rough  edges. 
The  newly  released  C128  KCS  is  an  en- 
larged and  greatly  enhanced  version  of 
the  C64  KCS.  It  operates  in  the  80- 
column  mode,  where  it  takes  ad\'antage  of 
the  FAST  command  to  speed  up  some  of 
the  editing  functions  that  are  still  imple- 
mented in  BASIC.  The  KCS  is  not  a 
flashy  program  —  it  would  be  an  under- 
statement to  note  that  Dr.  T's  software 
has  never  relied  on  fancy  gi'aphics  —  and 
no  attempt  has  been  made  to  jazz  up  the 
visual  display  with  the  128's  enhanced 
BASIC  graplaics  commands.  The  various 
program  screens  ai"e  limited  to  straight- 
forward presentation  of  relevant  informa- 
tion. As  a  result,  this  program  may  seem 
austere,  a  bit  unfriendly,  or  even  amateur- 
ish at  first,  especially  if  you  are  used  to 
the  highly  developed  graphics  of  computer 
games. 

Dr.  T's  KCS  tends  to  approach  editing 
in  mathematical  rather  than  musical 
terms.  Consider  the  "autoquantizing' 
fiinction  that  is  common  to  MIDI  sequenc- 
ers; this  allows  you  to  piay  and  record  a 
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If  you  are  an  open-minded 
musician  with  ideas  that  go 
farther  than  your  technique, 
I  thinkyou  will  find  this 
program  logical  and  easy  to 
use. 


series  of  notes  and  then  coirect  the 
rhythms  you've  played.  Thus,  you  can  cre- 
ate rhythmically  perfect  sequences  even  if 
youi'  keyboard  technique  is  less  than  per- 
fect. Many  progi'ams  express  this  function 
in  teims  of  musical  divisions,  as  "CoiTect 
the  pait  to  the  neaiiest  sixteenth  note." 
Dr.  T's  KCS  implements  autoquantizing 
!  in  terms  of  the  MIDI  clock,  which  ticks  at 
:  the  nominal  rate  of  24  times  per  quarter 
note.  So,  to  correct  a  pail;  to  the  neai^st 
sixteenth  note,  you  tell  the  progi'am  to 
correct  it  to  the  nearest  six  ticks  of  the 
MIDI  clock.  This  may  seem  awkward  at 
i  first,  but  it  is  just  one  example  of  the  com- 
plete flexibilit>' of  the /fCS . 

The  KCS  performs  all  the  expected 
real-time  record  and  playback  fUnctions, 
including  the  chaining  of  sequences  and 
the  ability  to  listen  to  pre\'iously  recoried 
parts  while  adding  additional  paits  (over- 
dubbing,  in  musical  terms.)  However,  the 
real  superiority  of  the  ^CS  lies  in  its  pow- 
erfiil  editing  functions.  Most  programs 
still  force  you  to  access  MIDI  events  as 
though  you  were  working  with  a  fancy 
tape  recorder  You  can  "fast  forward"  or  re- 
wind to  a  particular  note  in  a  paiticular 
measure,  or  you  can  recorf  new  pails  "on 
the  fly"  with  a  "punch  in'punch  out"  func- 
tion. With  this  approach  you  may  remain 


price  to  be  paid:  you  ai"e  kept  one  level 
away  from  the  actual  contents  of  the  MIDI 
information  sent  thi-ough  the  interface. 

Dr.  T's  KCS  treats  MIDI  events  as  a 
data  file  that  you  can  access  and  manipu- 
late with  complete  conti-ol.  For  example, 
you  can  change  the  length  of  even'  indi- 
\ddual  note  in  a  sequence  by  speciiying 
the  number  of  MIDI  clock  units  between 
the  note-on  and  note-off  event.  (Musically 
speaking,  you  are  making  the  notes  more 
or  less  staccato  without  changing  their 
rhythmic  values.)  Space  doesn't  pemiit  a 
listing  of  all  the  editing  possibilities,  but 
the  KCS  editor  works  es.sentially  like  a 
good  woi-d  pi-ocessor:  you  can  create,  add, 
delete,  move,  merge,  copy,  append,  re- 
place, and  modify'  MIDI  events  just  like  a 
word  processing  progi'am  operates  on 
woi-ds.  You  can  even  embed  special  MIDI 
commands  just  as  you  embed  foiTnatting 
and  printer  commands  in  text  files. 

Many  MIDI  sequencere  will  work  with 
only  one  hardware  interface,  but  the  KCS 
suppoits  both  Sequential  (now  being  mai'- 
keted  as  the  Model-T  interface  by  Dr  T's 
Music  Software)  and  the  mdely  available 
Passport  interfaces.  You  can  obtain  MIDI 
clock  signals  to  drive  youi"  system  fi^om  a 
computer-generated  clock  under  control  of 
the  if  CS,  externally  ft-om  a  MIDI  clock 
[vnth.  either  a  Sequential,  Model-T,  or 
Passort  interface),  or  externally  from  a 
pulse  clock  (with  a  Sequential  or  Model-T 
interface.) 

As  a  spm-  to  creativity  in  the  applica- 
tion of  MIDI  technology,  Di-.  T  has  devel- 
oped what  he  calls  algorithmic  editing.  As 
far  as  I  am  awai-e,  no  other  program  has 
even  attempted  to  give  musicians  access 
to  this  kind  of  user-controlled  editing. 
With  the  algorithmic  editing  options  you 
can  apply  a  wide  variety  of  editing  func- 
tions to  selected  portions  of  your  MIDI 
files.  For  example,  you  can  edit  particular 
notes  in  the  scale  or  notes  of  a  ceitain 
length,  or  you  can  operate  on  randomly 
selected  MIDI  events. 

Viewed  as  a  whole,  the  algoritlimic  edit- 
ing options  ha\'e  a  slightly  mathematical 
flavor  Some  of  them  have  immediately 
obvious  applications  in  conventional  mu- 
sic, while  others  do  not  (at  least  to  me).  I 
will  probably  never  use  some  of  them  even 
though  I  find  their  concepts  intiiguing. 
The  point  is  that  the  options  ai^e  there  if 
you  want  to  try  them,  they're  not  in  the 
way  if  you  don't,  and  you  won't  find  them 

Continued  on  pi^.  127 
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SOFTWARE  REVIEWS 


Reviewed  by  Gary  V.  Fields 


Uninvited 

Computer:  Amijra 

(Kickstml  Vl.2  reqiiirwl) 

Publisher:    .^IilKl^cape  Inc. 

3444  Dimdee  Road 
Xorthbnx)k.  IL  <50062 

Medium;      DL^^k 

Price:  S49.95 

Uninvited  begins  as  all  decent  night- 
mares do,  on  a  lonely  road  dujnng  a 
lightning-shattered  night.  You  swerve 
your  car  off  the  road  to  avoid  a  shadowy, 
human  form  which  appears  in  your  head- 
lights out  of  nowhere.  When  you  regain 
consciousness  you  ai'e  alone,  the  car  is  a 
crumpled  mess  and  you  can  smell  gaso- 
line. Before  you  can  worrj'  where  your 
younger  brother  has  disappeared  to,  you 
must  escape  the  WTeck.  Left  with  no  othei" 
options,  you  knock  on  the  hea\7  doore  of  a 
time-wom  mansion.  Though  the  task  at 
hand  may  seem  simple  —  find  your  broth- 
er and  a  ride  home  —  nothing  in  Uninvit- 
ed is  easy.  Before  you  two  are  reunited, 
youll  have  to  explore  the  mansion,  outwit 
the  dai'kest  demons  of  your  sweatiest 
nightmai-es,  um-avel  the  mystery  of  the 
pre\ious  inhabitants  of  the  house,  catch  a 
fleet-footed  demon  with  a  key,  and  look  at 
the  face  of  death  eye  socket  to  eye. 

Uninvited  is  a  combination  textgra- 
phic'sound  adventure  with  the  emphasis 
on  graphics  and  sound.  Unlike  a  tradi- 
tional text  game,  very  little  typing  is  re- 
quired to  play  the  game.  And  unlike  the 
new  breed  of  combination  text'graphic 
games,  much  of  Uninvited  is  animated 
but  not  to  the  level  that  it  could  be  com- 
pared to  an  ai-cade  game.  When  you  begin 
{you  are  in  a  wrecked  cai-)  six  windows  will 
appear  on  the  sciieen.  The  lai-gest  displays 
youi'  present  location  (in  this  case  an  inte- 
rior of  the  car  shown  fixim  the  driver's 
seat).  Below  this  is  an  area  where  the 
game's  text  is  scrolled  into  \iew.  Thi^ee 
smaller  windows  display  the  avenues  of 
travel  possible  at  any  pmticular  time, 
your  personal  condition  and  an  inventon' 
of  all  you  are  earning. 

A  final  window  serves  as  your  commu- 
nication link  with  the  game.  By  using  the 
mouse  and  clicking  on  this  window,  you 
can  examine  anvthing,  open,  close  or  op- 
erate objects,  go  places,  hit  objects  in  the 
graphic  window  and  consume  anything 
you  can  get  into  your  mouth.  The  final  op- 
tion in  this  window  is  'SPEAK.'  When  it  is 
selected  another  window  opens  so  you  can 


cannot    bt^    opened 


Vaur   diwdlinn  has    cost    vor- 

,.if^'i.*"4.  Possibly  the  iTe  of  .^ 
voitT'  bpothet*  Jis  well.  Tht  cockpit 
or  vimr  cai*  beqones   a   f   anina       


The  graphics  are  beautiful 
(in  a  gruesome  sort  of  way), 
and  the  logic  is  believable 
{for  a  nightmare). 

communicate  iby  typing)  directly  with  the 
objects  and  beings  you  will  encounter  in 
the  haunted  mansion. 

I  really  like  this  easy  game  interface. 
Rather  than  telling  the  game  to  move  an 
object,  all  you  have  to  do  here  is  pick  it  up 
with  the  mouse  pointer,  and  drag  it  to  a 
new  location.  Tb  move  objects  in  your  in- 
ventoiT  you  simply  drag  them  to  your  in- 
ventoiT  window.  I  was  pleased  with  the 
game's  suiprisingly  cooperative  attitude. 
It  allows  you  to  handle  and  rearrange  ev- 
erything in  the  mansion.  Unlike  text 
games  where,  with  few  exceptions,  only 
the  objects  necessary  to  complete  the  ad- 
venture can  be  handled,  moved  or  used, 
nearly  every  object  (that's  hundiieds)  in 
the  mansion  can  be  manipulated.  You  can 
smash  mirrors,  open  and  close  books  or 
drawers  and  move  every  object  in  the 
hou.se,  large  or  small. 

The  sound  effects  of  Uninvited  are  real- 
istic and  spine  chilling.  When  lightning 
flashes,  thunder  rolls  and  viewerejump. 
When  you  make  your  way  into  the  man- 
sion the  main  door  creaks  creepily  and 
slams  shut  just  like  it  should  in  any  good 
horror  movie,  If  you  hit  an  object  or  break 
a  glass  the  sound  alone  will  inform  you  of 
what  has  happened.  Because  the  game 
uses  almost  all  of  the  Amiga's  impressive 
abilities,  you'll  not  only  hear  and  read 
what  happens,  you'll  see  the  action  in  the 
main  gi'aphic  window  as  well. 

I  can't  say  the  game  uses  all  of  the  sys- 
tem's abilities  because  it  doesn't  employ 
the  Amiga's  built-in  voices.  Having  en- 
joyed the  realistic  and  logical  use  of 
speech  in  other  Amiga  games  like  Elec- 
tronic Art's  Chessmaster2000  and  Jag- 
ware's  Alien  Fire.  I  was  disappointed 


speech  wasn't  included  here. 

Because  the  game  is  mouse  controlled, 
exploring  the  house  requires  less  time 
than  earlier  all-text  games.  And  because 
only  a  zombie  could  finish  the  game  non- 
stop, there  is  an  option  to  save  your  place 
in  the  adventure  at  any  time.  The  mouse 
interface  is  surprisingly  simple  to  adopt. 
In  fact  the  game  is  designed  so  it  guesses 
what  you  mean  if  you  don't  do  everything 
just  right.  For  instance,  to  go  through  a 
door  you  first  select  open  or  operate  (mm 
the  option  menu,  then  click  on  the  door 
you  want  opened  (you  can  point  at  the 
door  in  the  main  graphic  window  or  in  the 
exit  window).  But  if  you  ai'e  like  me,  I  get 
carried  away  sometimes  and  try  to  get  the 
character  to  walk  though  a  closed  door.  If  I 
tr>'  this  (click  the  mouse)  twice,  the  pro- 
gram assumes  I  want  to  open  the  door 
(since  that  is  a  logical  action)  and  opens  it 
for  me.  If  you  want  to  open  a  door  and  pass 
through  it,  you  simply  keep  clicking  on  it 
and  the  program  takes  care  of  you. 

For  overall  quality,  1  would  give  Unin- 
vited an  A  minus.  The  game  is  wonderful- 
ly designed,  the  graphics  are  beautifiil  (in 
a  gruesome  sort  of  way  I,  the  speed  is  good, 
the  challenge  is  demanding,  the  logic  is 
believable  (for  a  nightmare),  sounds  are 
realistic  (most  are  digitized)  and  the  easy- 
to-use  interface  is  ideal.  So  why  the  mi- 
nus? No  speech.  Oh  well,  the  next  Minds- 
cape  adventure  will  have  it. 

If  you  are  one  of  those  people  who  can't 
resist  horror  movies,  gets  a  real  kick  out  of 
being  scared  witless  and  just  loves  the  cold 
sweats  caused  by  terror  brought  from  be- 
yond the  grave,  this  is  your  game.  But  be 
prepared  —  after  you  enter  the  mansion  of 
the  Uninvited  you  may  end  up  sleeping 
with  youi-  head  under  the  covers.  Unlike  a 
real  nightmare,  this  is  one  you'll  be  happy 
to  lose  sleep  returning  to  time  and  time 
again.  But  don't  be  surprised  if  you  catch 
yourself  looking  over  yom*  shoulder  or 
cautiously  watching  leflections  in  yom* 
monitor's  screen.  Remember,  it's  silly  to 
get  nervous  playing  a  simple  game  — 
isn't  it? 

Oh,  before  I  forget,  here  are  some  im- 
portant hints  for  you  —  never  approach 
the  southern  belle  dressed  figure  in  the 
main  hall,  never  enter  the  cell  where  the 
dead  headless  prisoner  appears  and  never, 
never  play  Uninvited  alone  in  a  dark 
house.  TVo  of  those  actions  are  extremely 
dangerous  to  your  character's  life  and  the 
other  won't  do  you  any  good  either.        Q 
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SOFTWARE  REVIEWS" 


Reviewed  by  Russ  Ceccola 


Action  Biker, 
Bounder, 
Captain  Zapp, 
Shogun 


Computer:  Commodore  64 

Publisher:    ilasteiliwiic 

73 11()  Grove  Road 
Frederick,  MD  217()1 

Medium:      Disk 

I*rice:  $9.9f)  eacli 

Mastertronic  recently  added  four  new 
titles  to  their  large  libran-  of  games, 
most  of  which  cost  between  S8  and  $15. 
Adioti  Biker,  Boimder.  Captain  Zapp  and 
Shogun  are  e\'idence  of  the  unique  ideas 
associated  with  Masteitronic  software. 

Action  Biker 

Your  challenge  in  Action  Biker  is  to  col- 
lect forty  different  items  associated  with  a 
motorcycle  and  road  race  and  make  it  to 
the  drag  race  at  the  end  of  the  game.  Ex- 
amples of  these  items  are:  cooling  f,ns, 
headlamp,  electronic  ignition,  fog  lamps, 
road  map,  oil  can.  turbo  charger  and  tool 
box.  These  fort}'  pieces  ai-e  things  useful 
in  creating  the  ultimate  racing  vehicle, 
preparing  you  well  for  the  upcoming  race. 

The  playfield  is  a  lai'ge  town  that  scrolls 
in  foui'  directions.  Tlius,  there  are  many 
ways  to  get  from  place  to  place.  Scenic  fea- 
tiuies  include  a  roller  coaster,  drag  strip, 
elevated  roadway,  numerous  fenced-in 
areas,  ramps,  a  lake  and  streams  and  a 
two-lane  main  road.  The  most  impoitant 
place  in  town  is  the  gas  station.  This  is 
where  you  replenish  the  supply  of  fuel 
needed  to  complete  the  game.  Fuel  runs 
out  quickly  in  Action  Biker.  When  the  fuel 
bar  enters  the  i-ed  it's  time  to  head  to  the 
gas  station.  Just  stopping  the  bike  at  the 
station  fills  the  tank.  You  can  find  a  cou- 
ple of  items  with  each  refill  of  the  tank. 
An  important  item  to  find  is  the  large  fuel 
tank,  which  adds  another  level  ( green  i  to 
the  fuel  bar.  extending  the  seairh  time  be- 
tween refills. 

Items  are  found  one  at  a  time,  in  the 
same  pattern  each  game.  They  all  look 
like  flashing  white  boxes  on  the  screen. 
By  riding  over  them  with  your  cycle  you 
add  them  to  your  possessions.  A  message 
then  pops  up,  telling  you  what  you've 


found  and  if  it  serves  any  purpose.  The 
large  fuel  tank  is  the  eighth  item  you  look 
for,  so  it  is  imperative  that  you  get  the 
first  seven  as  quickly  as  possible  if  you 
plan  to  beat  the  clock,  lb  help  in  your 
search,  Mastertronic  includes  a  map  di- 
vided into  sectore,  with  a  list  of  the  items 
and  where  they  are  found,  in  the  order  you 
find  them.  Although  you  can  find  the 
flashing  boxes  without  the  Action  Biker 
Escape  Kit,  I  suggest  using  it  for  the  fu-st 
few  items  to  get  the  feel  of  the  game. 

Now  a  few  hints  and  words  of  advice  for 
those  having  a  little  trouble  with  Action 
Biker: 

1.  Tkke  things  slowly  at  first.  Don't 
speed  around  the  course;  you'll  only  crash 
and  lose  another  bike.  You  should  only 
speed  at  the  end  and  while  jumping  off 
ramps. 

2.  Don't  bediscoui-agedifyouhaveno 
bonus  points  at  the  end  of  the  game.  The 
time  limit  is  only  for  the  expeiienced  to 
beat.  The  first  few-  times  playing  Ac&'on 
Biker  should  be  spent  trying  to  make  it  to 
the  race. 

3.  Finally,  it  takes  practice  to  handle 
the  motorcycle  well.  Pi'actice  tight  turns 
the  most.  At  low  speeds,  just  go  aitiund 
and  aix)und  in  tight  circles  in  an  open  area 
to  develop  that  skill. 

Bounder 

Bounder  iiequires  that  you  direct  a 
bouncing  tennis  ball  through  ten  levels  of 
play,  bouncing  from  one  end  of  the  course 
to  the  other.  The  only  major  landscape  you 
can  travel  on  is  a  series  of  grey  slabs  ar- 
ranged in  paths  and  other  assoited 
shapes.  There  are  a  few  special  slabs 
which  ni  get  to  later.  The  important  thing 
to  remember  is  that  you  must  bounce  the 
tennis  ball  to  the  end  of  the  course. 

The  joystick  is  yom-  only  connection  to 
the  tennis  ball  world.  Those  without  joy- 
sticks may  use  the  keyboard,  but  I  person- 
ally find  it  a  necessit>'  to  use  a  stick  for  ac- 
curacy. The  trickiness  lies  in  the  fact  that 
you  must  time  your  jumps  so  that  you 
jump  to  another  slab  immediately  after 
the  ball  touches  a  slab.  The  gi-aphics  are 


sufficiently  detailed  and  colorflil  so  that 
you  can  see  when  the  ball  is  in  the  air  or 
bouncing  off  a  slab.  The  ball  gets  smaller 
as  it  approaches  a  slab  and  considerably 
larger  when  at  its  apex  in  the  air.  Still,  if 
you  hold  back  the  ball  to  the  bottom  of  the 
screen,  the  ball  bounces  a  lot  slower  If  you 
have  the  joystick  pushed  foriivard  most  of 
the  time,  the  tennis  ball  bounces  much 
quicker. 

Don't  think  that  bouncmg  off  grey  slabs 
is  all  you've  got  to  do.  There  are  a  lot  of  ex- 
tra "guests"  you  must  avoid  in  your  life  as 
a  tennis  ball,  such  as  missiles,  rotating 
bombs,  darts,  coins,  mosquito  birds,  teiTa- 
dactyls,  fireballs,  mines,  shrapnel  fi-om  ex- 
ploding mines,  binoculoids  and  sticks.  All 
come  in  large  numbers  and  will  blow  up 
youi"  ball  on  contact. 

Each  course  has  its  owti  flavor  and  com- 
bination of  possible  landscape  elements. 
You  can  not  bounce  on  water,  mountains, 
walls,  forests  or  volcanos,  leaving  only 
grass  and  grey  slabs  for  safe  landings. 
There  are  some  special  squares  that  can 
be  beneficial  to  you,  depending  on  how 
you  use  them.  If  you  land  on  black  arrows, 
the  ball  jumps  higher  and  can  go  longer 
distances  without  hitting  ground  level 
again.  Landing  on  question  marks  can  ei- 
ther be  beneficial  or  detiimental  to  your 
game.  You  can  be  awarded  with  extra 
bails,  extra  points  or  extra  jumps  which 
are  needed  in  the  bonus  levels.  Every- 
thing else  is  deadly  underneath  a  ques- 
tion mark.  Occasionally,  fans  are  set  on 
slabs  to  blow  you  all  around  the  sci-een. 
You  can't  avoid  them,  but  use  them  to 
blow  yourself  in  the  direction  you  need 
to  go. 

Tfeleport  slabs  (black  and  yellow  circles) 
will  transport  you  automatically  to  the 
nearest  teleport  slab.  Again,  use  them 
with  caution.  The  last  special  slabs  are  the 
ones  that  contain  plungers.  These  will 
shoot  you  across  the  screen  at  high  speed 
and  can  be  used  to  make  a  long  horizontal 
jump.  All  of  these  special  slabs  are  placed 
in  strategic  locations.  Keep  on  plajing 
Bounder  until  you  get  through  another 
com-se  and  you'll  feel  like  you've  accom- 
plished something. 

Bounder  includes  a  bonus  level  between 
each  normal  course.  In  it,  you  must 
bounce  fitim  question  mark  to  question 
mark  in  as  few  jumps  as  possible,  for  you 
have  a  limited  number  of  jumps  at  the 
bottom  of  the  screen.  Aflsr  finishing  the 

ContiniiL'd  on  pg.  124 
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Recognized  by  Reviewers. . . 

"GUNSHtP  may  be  the  best  simulation  of  any  type 
ever  created  for  the  C-64. . .  a  perfect  simulation  for 
novices  and  aerial  combat  veterans  alike. . ." 

(RUN,  August  1987) 

"Take  all  your  combat  flight  simulators  and  slick  them 
in  the  bin.  CUNSHIP  is  the  ultimate. , ." 

(Computer  i  Video  Games  Monttily,  U.K.,  Feb,  1967) 

"In  terms  of  action  alone,  6UNSHIP  is  the  best  flying 
game  we've  ever  played. . .  it  could  become  one  of 
your  favorites."  (Family  Computing,  June  1987) 

"GUNSHIP . . .  is  a  very  well-executed  simulation,  not 
just  a  game. . .  MIcroProse  has  another  winner. " 
(Computers  Gazette,  May  1987) 


Acknowledged  by  our  customers. . 

"...  from  Bie  eye-catching  packaging  to  the  palm- 
drenching,  flak-dodging  flight  visuals.  GUNSHIP  Is  a 
standaid  setter  for  ttie  industry." 

(J.R.,  Portland,  Oregon) 

"I  think  it's  the  best  flight  simulator  I've  seen  for  [my 
computer)  and  I've  seen  them  all. . . 

(L.C.,  Crystal  Lake,  Florida) 

"Thank  you  for  releasing  the  most  AWESOfi^E  program 
GUNSHIP. .  .'should  easily  be  the  #1  program  of  the 
year..."  (R.T.,  Chicago,  Illinois) 

"The  GUNSHIP  team  has  produced  a  landmark  in  8-bit 
computers.  Ttie  manual  is  the  STANDARD." 

,  .  (S.M.,Pennsauken,  New  Jersey) 


Through  5  man-years  of  research  and 
development,  the  Gunship  Design  Team 
has  crafted  an  unparalleled  simulation 
experience... 

•  Realistic  Helicopter  Right  Characteristics 

•  True  3-DiJnSMto|l,  Out-the-Cockpit  f     ' 

•  Authentiiffmitrols  and  Electron! 

•  Accurate  Weapons  and  Counter-Measures      -^ 

•  Up-to-date  Enemy  Threats 

•  Comp(ete  and  Carefully  Researched  Documentatkxi 

•  Flight  and  Combat  Tutorials  ^^ 

•  Hundreds  of  Mission  Scenarios  ' 


GUHSHIP.  For  C-64/128.  IBM-PC/XT/AT  and  compatibles.  Amiga.  Atari  ST  and  Apple 
IIGS/+/c/e.  Call  MicroProse  or  check  wilh  your  dealer  lor  specilic  machine  availatxlily. 
Availableata  Valued  MicroProse  Retailer  (VMRj  near  you.  Call  lor  locations!  II  product  not      STjf 
found  locally,  call  or  write  MicroProse  lor  MC/VISA  orders.  gj^ 

(IBM  screen  shown.  Actual  screens  may  vary.) 
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SOFTWARE  REVIEWS 


Reviewed  by  Tim  Jones 


AC/BASIC 
Compiler 


Computer: 
Publisher: 


Medium: 
Price: 


Amiga  (512  K  i-equuwl) 
Absoft  Coi]xiration 
4268  WooclwaiTl  Avenue 
Roval  Oak.  MI  48072 
Dislv 
$199.95 


swanu: 


This  spring,  Absoft  Corporation  intro- 
duced the  ACiBASIC  compiler  for  the 
Amiga.  Now,  AmigaBASIC  programs  can 
enter  the  world  of  serious  progi'ams  like 
those  written  and  compiled  in  C,  PAS- 
CAL, Fortran  and  Assembler  I  know 
some  people  will  say  "there's  no  way  that 
even  compiled  BASIC  can  compete  with 
any  of  those  other  languages,"  but,  I'm 
only  referring  to  the  stand-alone  and 
multitasking  capabilities  that  were  pre- 
viously unavailable  to  an  AmigaBASIC 
programmer 

If  you  are  a  computer  user,  more  than 
likely  you  are  familiar  with  the  BASIC 
programming  language.  Aside  fiioni  the 
the  fact  that  it's  easy  to  learn  and  usually 
included  with  any  computer  system  that 
you  purchase,  BASIC  has  one  major  dis- 
advantage: it's  interpreted.  This  isn't  a 
problem  for  programs  that  don't  iiequire 
blinding  speed,  but  for  programs  that  per- 
foiTn  large  calculations  or  hea\7  dutj' 
gi-aphics  manipulation,  it  can  become  a 
serious  handicap. 

Until  recently,  AmigaBASIC  program- 
mers had  to  live  with  these  problems. 
Most  either  learned  to  use  the  Amiga's  li- 
brary functions  to  add  a  bit  of  speed  or 
opted  for  a  lower  level  of  performance  in 
the  final  product.  This  resulted  in  pro- 
grams that  appeared  sluggish  and  um-e- 
sponsive  to  the  user  as  well  as  lacking  in 
the  kinds  of  ftmctions  that  set  the  Amiga 
apart  from  other  computers. 

ACIBASIC  is  compatible  with  Amiga- 
BASIC (almost  to  a  fault)  and  every  pro- 
gram that  Fve  tried  to  compile  with  it  has 
compiled  with  only  minor  changes.  The 
compiled  version  of  a  progi-am  is  a  fiiUy 
multitasking  progi-am  and  is  usable  from 
both  the  Workbench  and  CLI.  The  compil- 
er automatically  creates  an  ICON  for  the 
program  that  is  compiled.  The  only  re- 
striction is  that  it  requires  version  1.2  of 
Kickstart  and  Workbench  for  operation. 

There  are  three  forms  in  which  an 
AmigaBASIC  program  can  be  .stored;  as  a- 
BINARY  or  COMPRESSED  file  (the  de- 
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The  compiled  version  of  a  program  is  a  fully  multitas[<ing 
program  and  is  usable  from  both  the  Workbench  and  CLI. 


fault),  as  a  PROTECTED  file  (which  can- 
not be  listed  or  edited!  or  as  an  ASCII  file 
( standard  text).  If  you  are  going  to  use 
ACIBASIC  to  compile  a  program,  it  must   | 
be  saved  in  the  ASCII  format.  Tb  do  this,    j 
save  the  file  using  the  SAVE  command  in  ' 
the  COMMAND  or  OUTPUT  window,  in- 
stead of  from  the  SAVE  menu  item,  and 
follow  the  filename  with  ",a". 
For  example:  SAVE  "ThisFile",a 
Once  your  files  are  in  ASCII  format, 
you  may  convert  them  to  stand  alone  run- 
nable  or  clickable  files  by  invoking  the 
ACIBASIC  compiler  ftt)m  the  Workbench 
or  the  CLI.  W^en  invoked  fix)m  the  Work- 
bench, or  from  the  CLI  with  no  additional 
arguments,  you  will  get  an  introductoiT 
screen  with  a  single  menu  attached.  You 
must  use  the  pai"ametei"s  of  this  menu,  ei- 
ther by  selecting  one  with  the  mouse  or  by 
using  a  keyboai-d  shortcut,  to  start  the 
compile  process.  The  fii-st  step  is  to  tell 
ACIBASIC  which  file  you  wish  to  compile 
by  opening  it. 

Once  you  fill  in  a  filename,  you  ai"e  tak- 
en to  the  control  panel.  Here,  you  may  se- 
lect or  deselect  various  parametei-s  that 
AC/BASIC  uses  while  compiling  yom-  pro- 
grams. These  parameters  allow  you  to  cre- 
ate an  ent)r  listing  file,  a  s\Tnbol  table 
file,  select  whether  eiTor  chec-king  will  be 
peifoiTned  or  if  event  trapijing  will  occiu; 
if  the  Run  Time  Libran'  is  to  be  compiled. 
the  size  of  the  work  area  allocated  to  AC- 
IBASIC (to  facilitate  multitasking  during 
a  compile  session)  and  other  functions 
that  will  be  discussed  later  This  is  done 
by  clicking  the  mouse  button  on  the  gad- 
gets beside  various  option  names.  If  you 


find  that  you  are  using  a  particular  setup 
most  of  the  time,  there  is  an  option  to  al- 
low you  to  save  the  setup  so  that  ACiBA- 
SIC will  be  properly  configured  ever\'  time 
you  start  it  up  (this  can  be  a  time  saver 
when  using  it  fixim  the  CLI). 

When  everything  is  properly  config- 
ured, you  click  on  the  COMPILE  gadget 
and  ACIBASIC  will  start  to  work  on  your 
file.  As  compilation  progresses,  various 
messages  are  displayed  on  the  screen  let- 
ting you  know  the  status  of  the  file  being 
compiled.  When  the  compilation  is  com- 
plete, you  will  be  told  the  size  of  the  com- 
piled file  (less  the  Run  Time  Library),  the 
time  involved  and  the  number  of  lines  per 
minute  required  for  this  particular  file. 

If  an  eiTor  occurs  during  this  segment, 
you  will  be  informed  of  the  line  on  which 
the  error  ocxured  and  what  the  general  er- 
ror was.  If  you  were  creating  an  error  list- 
ing, the  screen  will  prompt  you  that  an  er- 
ror has  occurred  during  compilation.  The 
error  is  then  written  to  the  error  list 
(which  carries  the  same  name  as  your  BA- 
SIC program  with  .1st  appended  to  it).  You 
would  then  exit  the  compiler  and  e.xamine 
your  somre  code  for  the  eiTor  listed.  Since 
ACIBASIC  reports  line  numbers  in  its  er- 
ror reports,  you  will  have  diSiculty  locat- 
ing the  faulty  code  in  the  AmigaBASIC 
editor  For  this,  I  use  the  Sharewai^  pn> 
gram  UEdit  as  it  will  allow  you  to  move  to 
a  specific  line  \ia  its  number 

Assuming  that  no  erroi-s  have  occurred, 
you  just  exit  the  compiler  via  a  close  gad- 
get or  menu  option  and  you  have  a  ready- 
to-run  program  waiting  to  be  clicked. 

Continued  on  pg.  126 
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The  pros  may 

be  the  best,  but 

these  players  are  defimtely 

the  baddest. 

Presenting  the  Street 
Sports™  Series  from  Epyx. 

In  Street  Sports  Basketball, 
you'll  shoot  hoops  in  dingy 
alleys.  Playgrounds.  Parking 
lots.  Occasionally  even  the 


toughest^  players  in 
the  neighborhood. 
There's  hot  shooters 
and  slow  dribblers. 
Team  players  and 
show-offe.There's  guys 
who  can  shoot  the  eye 


SofiH'iinifi  JtA  hci^t  .'{I 
lake  a  fiass- 


score— well,  maybe  if  s 
time  to  take  up  bridge. 

Introducing  Street 
Spojis  Baseball 

It's  not  going  to 
be  as  simple  as  you 
thought  to  be  the  . 


suburbs  (have  fun  drib- 
^bling  on  the  lawn). 

Ifoull  pick 


out  of  a  needle  at  20  feet.  And 
guys  who  couldn't  sink  one  if 
tiiey  were  sitting  on  the  back- 
board. Pass  on  ttie  run.  Get 
that  big  man  on  the  inside.  Let 
Joey  pop  'em  from  the  comers. 
This  is.**'*';^^^  real  street 
—  ■V;;;;:;^!^^---^**^  Take 

,>f-ioa  hook  shot.  A  tip-in. 

Bounce  the  ball  off  the  chain- 
link  fence,  then  go  for  the 
basket.  Or  power  through  a 
slam  dunk. 

But  don't  dribble  in  the  oil 
slick.  And  for  heavens  sake, 
watch  out  for  windows. 

It's  not  like  any  basketball 
game  you've  ever  played  on 
a  computer.  But  just 
like  every  basketball 
game  you've  ever 
played  for  real. 

ANOTHER  HIT 
If  s  bottom  of  the  ninth. 
Batter's  0  and  2.  The 


first  on  your  block. 

After  all,  you'll  have  to  cope 
with  makeshift  diamonds, 
bases  made  from  spare  tires 
and  trashcans,  bushes,  rocks, 
even  squealing  cars. 

Not  to  mention  16  neighbor- 
hood players.  Each  with  their 
own  personalities  and  skills  in 
pitching,  hitting  and  fielding. 
With  the  right  combination, 
you  could  be  the  champs. 
With  the  v^Tong  combination, 
the  chumps. 

You'll  pick  the  place.  The 
team.  The  positions.  The  strat- 
egy And  then,  you'll  be  right 
in  the  middle  of  it  all.  With  a 
split-screen  view  from  above 
and  up  close. 

It  won't  be  easy 
But  it's  right  up 

alley  fiCF>9f 

Applf  !!  &  compatibles. 
Commodore  64/128.  IBM 
&  c^>mp^atibies, 


THE  STREET  SPORTS  SERIES 


HARDWARE  REVIEWS/MINI  CHIEF" 


Reviewed  by  Gordon  B.  Owens 


Mini  Chief 


Computer. 
Manufacturer; 


Price: 


r>i.(>4C.12.S,12SD 

InConTi-ol  Inc. 

P.O.  Box  868 

MickiietowTi,  MD  21TC 

$79.5.tX) 

(20  MByte  vereion- 

mdudiiig  a  1571) 


Until  recently  any  hard  disk  drive 
available  for  a  Commcxiore  computer 
has  been  veir  expensive,  unreliable  and 
required  a  non-standard  interface,  not  to 
mention  the  fact  that  those  big  black 
boxes  seem  out  of  place  no  matter  where 
you  put  them.  While  a  vainety  of  hard 
drives  are  now  available  on  the  market, 
the  Mini  Chief  from  hiConTVol  (ICT)  is 
one  of  the  brightest  new  stars  on  the  hard 
diive  horizon.  i 

For  those  of  you  in  the  dark  about  hard 
disk  drives,  allow  me  to  enlighten  you.  A 
hard  drive,  like  a  floppy  dinve,  stores  pro- 
grams and  data  (collectively  known  as 
files).  There  are  three  primary  advantages 
to  owning  a  harf  drive  as  opposed  to  a 
floppy  drive.  A  hard  drive  is  generally 
much  faster  than  a  floppy,  has  a  much 
greater  storage  capacitj'  and  \Titually 
eliminates  the  need  for  constant  back  and 
forth  swapping  of  floppies. 

A  hard  drive's  recording  surface,  unlike 
a  floppy  diskette  (a  piece  of  plastic  coated 
with  a  magnetic  oxide),  is  a  rigid  metal 
platter  covered  with  the  same  type  of 
magnetic  oxide.  A  hard  drive  is  capable  of 
much  faster  read/write  operations  than  a 
floppy  because  it  can  spin  at  a  much  high- 
er RPM  than  a  floppy  diskette  is  capable 
of  without  fluctuation.  The  Mini  Chief  op- 
erates at  3,000  RPM  whereas  the  average 
floppy  drive  spins  a  diskette  at  somewhat 
closer  to  300  RPM.  This  enables  a  comput- 
er to  find  and  load  your  file  much  faster, 
though  loading  time  also  depends  on  the 
transfer  rate  of  your  computer  Thus,  a 
hard  drive  will  work  faster  on  a  Commo- 
dore 128  as  opposed  to  a  64.  Since  a  metal 
platter  has  little  or  no  fluctuation  it  allows 
the  application  of  a  much  gi^eater  density' 
of  magnetic  oxide,  which  in  turn,  allows 
the  storage  of  a  much  greater  density 
of  data. 

The  Mini  Chief  is  a  combination  20  MB 
hard  diive  and  floppy  disk  diive.  both  in 
the  same  cabinet.  The  unit  is  compatible 


The  Mini-Chief  \s  a 
combination  20  MEG 
hard  drive  and  floppy 
disk  drive,  both  in  the 
same  cabinet. 


with  the  64, 640. 128  and  128D.  For  this 
review  I  tested  the  hard  drive  on  a  128  in 
all  three  modes:  64, 128  and  CP/M.  The 
hai"d  diive  includes  all  necessaiy  hard- 
ware and  cables  for  immediate  connection 
to  your  system  including  an  external  pow- 
er supply  in  an  attractive  black  and  white 
metal  case.  The  hard  diive  has  its  owti 
hard  disk  utilities  which  are  stored  on 
partition  120  of  the  hard  drive  when  it  is 
shipped  fit)m  the  factory.  The  unit  comes 
from  the  factory  formatted  into  120  sepa- 
rate partitions.  In  this  instance  one  paiti- 
tion  corresponds  to  a  single  664  block  for- 
matted floppy;  in  fact  the  computer  looks 
at  each  partition  as  a  sepai"ate  floppy  and 
treats  it  as  one.  The  HM4  mode  i  initialize 
chain)  allows  you  to  chain  a  series  of 
partitions  together  to  create  a  large 
storage  area. 

The  floppy  diive  installed  with  the  hard 
drive  is  an  actual  Commodotx;-made, 
dyed-in-the-wool,  1571.  Not  only  have 
they  supplied  you  with  a  20  MB  hard 
diive  and  Commodore-made  1571  disk 
drive,  but  with  the  exception  of  the  power 
supply  they  put  it  all  in  a  1571  cabinet  — 
same  height,  width  and  depth.  The  out- 
ward appearance  of  the  haixl  drive  differs 
only  slightly  from  that  of  a  regulai- 1571. 
The  unit  has  a  screw-tyise  connector  in 
back  for  the  power  supply  connection  and 
no  on/off  switch  on  the  drive  itself  The 
connection  for  the  power  cord  and  the  on- 
/off  switch  have  been  moved  to  the  back  of 
the  power  supply.  In  addition,  the  haiiJ 


drive  has  two  more  L.E.D.'s  on  the  fkint 
panel  as  well  as  an  up  and  down  toggle 
switch  called  the  BOS-switch.  The  power 
supply  has  been  removed  and  replaced 
with  a  3.5-inch  20  MB  hard  drive  and  a 
Western  Digital  Conti"oller  board.  In  fact 
the  hard  drive  and  controller  board  ai-e 
the  same  type  as  those  used  in  IBM  PCs 
and  compatibles.  Since  ICT  has  made  no 
alterations  to  the  hard  drive  or  controller 
board,  it  could  be  removed  from  the  1571 
case,  and  installed  in  the  PC-10.  The  drive 
itself  with  the  exception  of  the  power  sup- 
ply, connects  to  the  128  and  64  just  like  a 
standard  1571  disk  drive.  The  unit  has 
dual  serial  ports  on  the  back  as  well  as  the 
usual  dip  switches  for  changing  the  de\'ice 
number  Since  the  hard  drive  connects  to 
your  system  in  much  the  same  fashion  as 
a  standard  Commodore  floppy  drive,  in- 
stallation is  pretty  much  self  explanatory. 
The  manual  included  with  the  drive  cov- 
ers the  basic  commands  ver>'  well  but 
doesn't  give  much  technical  infoimation 
to  the  end  user 

After  connecting  the  hard  diive  to  my 
system  and  verifying  that  eveiything  was 
working,  I  began  testing  it.  I  tested  the 
hard  diive  in  three  basic  categories:  oper- 
ating and  software  compatibihty,  speed, 
and  ease  of  use.  If  sofl;wai^  is  not  compati- 
ble with  the  hard  drive,  benefits  to  the 
user  are  limited.  The  hard  drive  will  not 
fimction  with  software  that  uses  disk  eiTor 
protection  schemes.  It  will  function  with 
any  unprotected  software  you  might  have 
as  well  as  all  public  domain  software.  Un- 
fortunately most  manufacturers  of  64  and 
128  software  have  complex  protection 
schemes,  thus  making  it  incompatible 
with  the  hard  diive.  Some  software  manu- 
facturers do  offer  unprotected  copies  of 
their  software  for  an  additional  fee.  Even 
if  you  can't  load  the  software  itself  to  the 
hard  drive  you  can,  by  using  HM3  mode, 
load  the  sofl-ware  and  then  transfer  file  ac- 
cess to  the  hai'd  drive  as  In  the  case  of 
data  bases,  woi-d  processors,  etc.  For  those 
of  you  who  ai^  game  players,  youi' 
chances  of  obtaining  the  majority  of  64 
games  without  protection  are  very  slim  so 
a  hard  drive  would  be  of  little  benefit  to 
you.  I  used  mostly  public  domain  software 
with  the  exception  of  the  Timeworks  pro- 
ductivity' series  for  the  128  and  The  Pawn 
by  Firebird.  For  you  GEOS  fans,  I  did  test 
GEOS  with  the  hai-d  drive.  Although  it  is 
currently  incompatible  due  to  the  GEOS 
Continued  on  pg.  127 
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SAVING  THE  HUMAN  RACE 
CANBEVERYENTERIAMING, 

DEFCON  5:  The  Authentic  SDI  Simulation. 


ENEMY  UlUNCH  DETECTED  ALPHA  ZULU  13:43. 
EXPECT  ViOiJlTiON  U.S.  AIRSPACE  14:09. 

YOU  are  at  the  controls  of  America's  'Star  Wars"  space-based  missile  defense  system. 
DEFCON  5  is  an  autfientic  simulation  of  our  Strategic  Defense  Initiative. 

Your  computer  is  in  command  of  a  network  of  orbiting  visual  reconnaissance  satellites 
and  an  awesome  arsenal  of  sophisticated  space-based  weapons,  The  fate  of  the  world 
is  in  your  hands.  You  mal<e  the  split-second  decisions  necessary  to  detect,  intercept 
and  destroy  incoming  enemy  warheads. 

Using  realistic  military  commands  you  control 
9  separate  weapon  systems,  including  orbiting 
lasers,  neutral  particle  beam  emitters,  electro- 
magnetic launchers,  and  nuclear-pulsed 
x-rays.  We're  at  Defcon  5  and  counting.  Impact 
is  imminent.  Will  you  destroy  the  missiles  in 
time  to  save  the  human  race? 


Call  TOLL-FREE  for  the  COSMI 

dealer  nearest  you.  or  to  order 

direct. 

DEFCON  5  is  by  Paul  Norman, 

creator  of  the  Super  Huey  flight 

simulator  series. 

DEFCON  5  for  C-64/128  is  priced 

at  £19.95.  For  IBM  PC,  S24.95. 

cosmi 

(800)  843-0537 

In  California  (800)  654-8829 
415  N.  Figueroa  Street 
Wilmington.  CA  90744 


HARDWARE  REVIEWS 


Tlirbo 
Processor 


Computer:       Comnioclore  64 

Mjinufjicturer:  Swisscomp  Inc. 

5312  56th  Commerce  Pai-k 
Tampa,  FL  33610 

Price:  Um.m 

It's  the  ultimate  add-on  for  plugging 
into  your  64  caitridge/expansion  slot 
—  a  computer.  It  makes  the  64  run  four 
times  faster.  It  has  its  own  microprocessor, 
its  own  64K  of  RAM,  and  a  battery  that 
keeps  BASIC  programs  in  storage  RAM, 
even  when  you  shut  off  the  64. 

This  harbinger  of  thii-d-generation  add- 
ons is  useful  for  kids  who  play  games,  as 
well  as  serious  programmers  who  crunch 
calculations  which  yield  three-dimension- 
al shapes.  It's  useful  for  nmning  home 
productivity  software  tools  like  word  pro- 
cessors, as  well  as  business  productivity 
tools  like  spreadsheets.  And  it's  a  hacker's 
dream.  As  we  shall  see,  it's  not  without 
some  minor  glitches  that  are  inherent  in 
all  breakthrough  devices.  Even  so,  it  has 
extraordinaiy  potential. 

Its  potential  lies  in  the  pi"ocessing  speed 
of  the  microcomputer  chip  inside  the 
Tiirbo  Processor.  At  4  MHz,  four  times 
that  of  the  6502  chip  inside  the  64,  the 
Turbo  Processor  can  run  progi-ams  four 
times  what  they  run  at  in  the  64.  In  es- 
sence, when  plugged  into  the  expansion 
port,  the  Turbo  Processor  bypasses  the  64 
completely,  and  handles  all  processing 
and  meraor>'  llmctions.  The  64  does  noth- 
ing except  handle  the  LO  functions.  The 
Thrbo  Processor  doesn't  have  video  diiv- 
ing  chips  though,  so  some  of  the  softwai^e 
that  makes  heavy  use  of  the  LO  will  not 
appear  to  be  speeded  up. 

Now,  let's  fmd  out  just  what  the  ThHx) 
Processor  does,  and  doesn't  do.  First,  we'll 
start  with  the  easy  details.  Simply  put, 
when  the  Turbo  Processor  works  for  com- 
mercial software,  it  works  great.  Flight 
Simulator  was  quite  impressive.  The 
Turbo  Processor  quadnipled  the  speed  and 
worked  quite  well.  For  anyone  who  uses 
Flight  Simulator  and  doesn't  want  to  buy 
an  Amiga,  this  card  is  great. 

Newsroom  was  another  case  of  amazing 
visual  results.  F  you're  moving  aitvvork 
around  in  the  photo-lab  oi Newsroom,  you 
also  notice  a  great  difference.  Without  the 
Turbo  Processor,  it  seemed  that  leaning 
on  the  joystick  would  keep  the  clip-art 


At  4  MHz,  the  rt/r/jo 
Processor  can  run  programs 
four  times  what  they  run  at 
in  the  64. 

moving  around  the  screen.  Once  you've 
moved  the  clip-art,  with  the  Turbo  Proces- 
sor in  the  expansion  port,  you'll  never 
want  to  change. 

Vanna  White  moved  fom-  times  faster 
in  the  Wheel  of  Fortune  (Sharedata)  game. 
The  wheel  spun  four  times  faster  The 
time  to  correctly  identify  the  phrase  was 
foui"  times  shorter  All  because  of  the  4 
MHz  clock  in  the  turbo's  65816  micro- 
processor chip. 

War  simulation  software  is  another 
area  where  this  add-on  computer  makes 
believei's  out  of  skeptics.  Action  seemed 
quicker  without  the  long  periods  of  time 
waiting  for  data  to  be  processed  and  sent 
to  the  screen. 

WordPro  3  Piusl64  was  one  word  pro- 
cessing progi'am  I  tested  with  the  Turbo 
Processor.  For  those  also  involved  in  the 
IBM  en\ironment,  the  Turbo  Processor 
brought  moments  of  deja  vu.  Cursor 
movement  was  zippier.  Scrolling  seemed 
almost  instantaneous.  Activating  the  cur- 
sor "speed  commands"  built  into  the 
WordPro  software  itself,  made  the  up  and 
down  cursor  commands  look  like  instanta- 
neous screen  changes.  Deletion  of  letters 
became  as  fast  as  deleting  lines  of  text. 
TVansfening  lines  of  text  seemed  almost 
instantaneous. 

Spreadsheets  and  data  pix)cessing  soft- 
ware is  also  expected  to  run  faster,  be- 
cause of  their  data-crunching  nature.  In 
fact,  509f  of  the  Turbo  Processor  sales 
have  been  to  businesses  for  use  with 
spreadsheet  programs. 

Some  software  —  like  LOGO,  Sargon 
ni  and  Ghostbusters  —  worked,  but 
showed  no  noticeable  difference  in  oper- 
ation. These  games  rely  on  the  timing  of 
I'O  intemipts,  rather  than  progi'am  tim- 


ing loops  that  could  be  accelerated.  So 
even  though  the  progi'am  code  is  execut- 
ing at  4  MHz,  these  LO  systems  execute 
at  the  normal  speed,  and  the  game  doesn't 
seem  to  accelerate. 

Other  sofhvare  did  not  work  at  all. 
World  Games  did  not  load.  Print  Shop  did 
n^t  load.  Sea  Fax  did  not  work.  It  may  be 
because  of  a  cav'eat  emblazoned  in  the 
Turbo  Processor  manual  itself.  This  cave- 
at cautions  that  if  "illegal  OP  Codes"  are 
used  in  the  program,  the  software  will  not 
run.  GEOS  presently  does  not  work  ei- 
ther According  to  a  Swisscomp  spokes- 
man, Turbo  Processor  designers  believe 
only  minor  code  changes  in  GEOS  will  en- 
able the  Turbo  Processor  to  be  compatible. 
Supposedly,  these  changes  would  be  trans- 
pai^ent  to  other,  standai-d  64  usere,  Swiss- 
comp is  presently  trying  to  establish  dis- 
cussions with  Berkeley  Softworks  to  for- 
malize these  suggestions. 

Tbrminal  program  success  was  as  as- 
tounding as  it  was  initially  confusing.  The 
Turbo  Processor  was  not  supposed  to  have 
improved  MODEM  operation,  especially 
with  the  MODEM  being  a  classic  LO  de- 
vice. However,  when  the  Turbo  Processor 
was  tested  using  a  Commodore  Model 
16(X)  Modem  and  Small  64  Tferminal  Plus 
-I-  3  software,  infoiTnation  from  Compu- 
Ser\'e  seemed  to  be  flying  across  the 
screen  at  four  times  the  rate.  Apparently 
the  translation  fh5m  ASCE  to  PET  ASCII, 
done  in  the  software  translation  table  resi- 
dent in  the  Turbo  Processor  Rx^M,  was  be- 
ing completed  at  fou]*  times  the  rate. 
What  resulted  was  a  display  that  looked 
more  like  1200  baud,  than  300  baud  — 
the  actual  transmission  speed. 

But  the  victory  was  only  partial.  About 
IC}  of  the  characters  were  dropped.  Even 
when  the  information  was  moved  from  the 
64  buffer  to  the  disk  and  later  printed, 
characters  were  also  missing.  Although 
the  characters  may  have  been  translated 
faster,  they  were  being  dropped. 

In  addition  to  using  the  above  commer- 
cial software,  users  often  run  programs 

ConUnued  on  pg,  125 
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n  64 $119.95 


Get  your  workspace  back  again. 

Consolidate  your  64,  64C  or  128  system 
with  the  Command  Center. 

Just  look  at  all  it  includes: 

■  Built-in  AC  Power  Strip  with  power  surge 
and  voltage  spike  protection,  line  noise  filter- 
ing and  power  outlets. 

■  Built-in  Drive/CPU  Cooling  Fan  to  prevent 
overheating. 

■  Modular  Telephone  Plug  with  its  own 
on-line/ off-line  telecommunications 
switch.  (Optional  on  64  and  64C). 

■  IVlaster  AC  Switch  for  easy  system 
power  up. 

■  Single  or  Dual  Drive  Configurations  with  the 
standard  drive  insert. 


n  640 


128 S149.95 

S129.95 


The  Command  Center  will  untangle  your 
wires,  unclutter  your  desk  and  put  peripherals 
at  your  fingertips. 


COMMAND  CENTER  ACCESSORIES 

(Specify  128,  64,  or  64C  when  ordering) 

Dust  Cover  S19.95  —  covers  entire  system 
Keyboard  Cover  $19.95  —  smoked  acrylic 
Drive  Reset  $14.95  —  one  switch  per  drive 
Short  Serial  Cable  $9.95  ~  for  chaining  drives 
Modem  Switch  $9.95  —  64/64C  option 
Tilt/Swivel  Monitor  Stand  $14.95  —  see  below 

(Call  for  details) 


DATA  DIRECTOR 


$39.95 


Share  two  Commodore*   6-pin  serial  devices 
with  one  computer. 

Share  two  computers  with  one  serial  device. 
Works  with  Commodore'    compatible  disk 
drives,  printers,  and  all  interfaces. 
LED  indicates  which  device  is  in  use. 
Convenient  button  resets  device. 
Saves  wear  on  disk  drive  serial  ports. 
Eliminates  cable  swapping. 


TILT/SWIVEL  MONITOR  STAND 


*-i» 


i 


$14.95 

Swivel  base  adjusts  to  desired  viewing  angle. 

Accommodates  most  popular  monitors. 

Tension  adjustment  holds  stand  firmly  in 

correct  position. 

Padded  feet  to  protect  surface. 

Cushioned  pads  hold  monitor  securely  in  place. 

Places  monitor  at  ideal  viewing  level  and 

position. 


SHIPPING  AND  HANDLING 

Continental  U.S. 

S  4.50  for  each  Command  Center 

S  2.00  for  one  accessory  item 

$  3.00  for  two  or  more  accessories 

APO/FPO/CANADWPuerto  Rico/Hawaii/Alaska 

S13.00  for  each  Command  Center 

$  4.00  for  one  accessory  item 

S  6.00  for  two  or  more  accessories 

$2.00  charge  for  C.O.D.  orders 
Iowa  residents  add  4%  sales  tax 


^Commodore  is  a  registered  Irader^ark  ol  Comraodore  Etecironics.  Uil. 


Free  30-day  trial  offer 

and  one-year  warranty. 

For  faster  service,  call    ^S 
1-800-626-4582  toll-free 
1-319-338-7123  (Iowa 

Residents) 

DEALER  INQUIRIES  INVITED 


'KETEK 


P.O.  Box '^03 
Oakdale,  lA  52319 


r' 


Photiis  Number 


HARDWARE  REVIEWS 

1581  Disk 
Drive 


Computer:       &1,64C,128,128D 
Manufacturer:  Commodore  Business 
Machines 
1200  Wilson  Dinve 
West  Chester,  PA  19380 
Price;  $249.95 


Attention  power  users;  if  you  have  ever 
wished  that  your  1541  or  1571  disk 
drive  could  store  more  information  on  a 
disk,  there  is  a  new  alternative  for  you 
from  Commodore  —  the  1581  disk  drive. 
Like  the  Amiga,  this  new  disk  drive  uses 
3.5-inch  media  to  give  a  higher  level  of 
performance.  And  with  a  suggested  list 
price  of  $249.95,  the  1581  disk  drive  gives 
real  value  for  the  dollar. 

But  best  of  all,  the  1581  works  with  the 
Commodore  serial  bus.  No  fancy  interface 
is  required.  You  can  use  it  with  the  64,  the 
64C,  the  128,  the  128D,  the  Plus/4  or  even 
the  VIC-20. 

With  the  1581,  you  can  store  up  to 
BOOK  on  a  single  disk.  And  you  can  have 
up  to  296  files  per  disk.  This  is  more  than 
double  the  capacity  of  a  ftilly  packed  1571 
disk. 

The  new  drive  runs  at  2  MHz  and  has  a 
track  cache  buffer  for  faster  disk  access. 
There  are  now  nine  job  buffers  instead  of 
five,  so  you  can  have  more  files  open  at 
once. 

The  1581  uses  super-side  sectors  for  rel- 
ative files  just  like  the  old  CBM  8050  and 
8250  disk  drives.  Because  of  this,  there  is 
no  limit  on  the  size  of  relative  files.  They 
can  be  as  large  as  the  whole  disk! 

lb  help  you  keep  your  files  oi^anized, 
the  1581  supports  sub-directories  with  a 
new  file  type,  the  CBM  file.  This  file  type 
allows  you  to  create  a  directory  within  a 
directory.  Related  files  can  be  stored  in  a 
separate  area  of  the  disk. 

1581  Data  Storage 

New  features  make  the  1581  well-suit- 
ed to  serve  as  a  second  disk  drive  for  your 
data  files  in  demanding  applications.  Set 
up  your  1541  or  1571  as  unit  8.  Use  it  to 
hold  your  program  disk.  Set  up  the  new 
1581  as  unit  9  and  use  it  to  store  your 
data  files.  The  following  software  pack- 
ages will  allow  you  to  do  this: 


With  the  1581,  you  can 
store  up  to  800 K  on  a  single 
disk— more  than  double  the 
capacity  of  a  fully  packed 
1571  disk. 

1)  Superscript  128  (Precision  Software) 

2)  Easy  Script  64  (Commodore) 

3)  Paper  Clip  I!  (Batteries  Included) 

4)  Paperback  Writer  128  (Digital 
Solutions) 

5)  Paperback  Planner  128  (Digital 
Solutions) 

6)  Pocket  Writer  2  (Digital  Solutions) 

7)  Pocket  Filer  2  (Digital  Solutions) 

8)  Pocket  Planner  2  (Digital  Solutions) 

9)  Fleet  System  2  (Professional  Software) 

10)  Viza  Star  128  (Progressive 
Peripherals  and  Sofbvare) 

11)  Viza  Write  128  (Progressive 
Peripherals  and  Software) 

12)  CMS  General  Accounting  System 
(CMS  Software) 

No  special  version  of  the  software  is 
needed.  These  packages  already  work 
with  the  1581  as  the  data  drive. 

What  software  comes  on  3.5-inch  disks? 
Right  now  the  only  software  available  ai'e 
the  20  programs  that  come  on  the  1581 
Utility  disk.  But  any  software  you  have 
which  is  not  copy-protected  can  run  on  a 
1581  disk  drive. 

For  example,  the  disk  for  the  word  pro- 
cessor Paper  Clip  11  fiijm  Batteries  Includ- 
ed is  not  copy-protected  (it  uses  a  dongle 
protection  scheme).  You  can  create  your 
own  special  version  of  Paper  Clip  II  on  a 
1581  disk.  Just  copy  all  the  files  fixim  the 
original  5.25-inch  program  disk  to  a  3.5- 
mch  1581  disk. 
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lb  do  this,  you  can  use  the  new,  im- 
proved Uni-Copy  program  fi-om  the  1581 
Utility  disk  which  comes  fi^ee  with  the 
1581.  There  is  enough  room  on  one  1581 
disk  to  hold  all  of  the  Paper  Clip  U  pro- 
gram files  and  dictionary  files,  with  plenty 
of  space  left  over  for  your  documents. 

With  Uni-Copy,  you  can  create  a  1581 
version  of  any  software  that  you  use  which 
is  not  copy  protected  —  including  your  fa- 
vorite programs  from  Commodore  Maga- 
zine and  Loadstar  disks.  (Note:  some  pro- 
grams make  direct  calls  to  disk  drive  rou- 
tines or  use  proprietary  fast  load  tech- 
niques; these  will  not  run  on  the  1581.) 

What  Is  A  Partition? 

A  partition  is  a  special  file  type  unique 
to  the  1581.  When  you  set  up  a  partition 
file,  the  1581  DOS  reserves  an  area  of  the 
disk  in  the  BAM.  It's  like  write  protectii^ 
a  part  of  the  disk. 

Once  a  partition  is  set  up  it  can  be  "for- 
matted." This  will  affect  only  the  tracks 
within  the  partition.  The  result  is  a  sub- 
directory. You  can  LOAD  and  SAVE  files 
in  the  sub-directory  just  as  if  it  were  an- 
other disk. 

You  can  tell  partition  files  finom  other 
files  by  the  file  type.  A  partition  file  has 
CBM  next  to  the  file  name  in  a  directory. 
For  an  example,  see  the  file  called  PIC- 
.DBR  on  the  1581  Utility  disk. 
!      This  partition  contains  the  hi-res  pic- 
'  ture  files  used  by  the  program  PIC  DEMO 
128.  Try  using  the  PABTmON  AID  pro- 
gram on  your  1581  Utility  disk  to  experi- 
ment with  this  partition.  Or  create  your 
own  partition. 

Let's  Get  Technical 

Here  are  the  technical  details  for  those 
of  you  writing  applications. 

A  partition  file  allocates  a  contiguous 
set  of  blocks  in  the  main  BAM.  The  blocks 
are  not  linked  in  a  chain  as  in  a  normal 
file.  Instead  the  blocks  in  the  file  are  treat- 
ed as  one  large  continuous  chunk. 

If  the  partition  is  'formatted,'  a  new  sub- 
directory is  created  on  the  first  track  of 
the  partition  beginning  at  sector  3.  The  lo- 
cal BAM  will  appear  at  sector  1  and  2  of 
the  first  partition  track.  And  the  header 
will  appear  at  sector  0. 

So  there  would  be  two  directories:  the 
main  directory  on  track  40  and  a  sub-di- 
rectory on  the  first  track  occupied  by  the 
Continued  on  pg.  52 
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(  TEVEX  Computer  Software  1-800-554-11 62  \ 


SSI 


UST 
PRICE 


OUR 
PRICE 


B-24  NEW     S35  S24 

Ballic19e5  335  S24 

Battalion  Commander  $40  S28 

Battle  of  Antielam  $50  S34 

Battlecruiser  $60  $41 

Battlegroup  $60  S41 

Broadsides  $40  S28 

Carrier  Force  $60  S41 

Cosmic  Balance  $40  S28 

50  Mission  Crush  $15  S12 

Gemstone  Healer  $30  S21 

Gettysburg  $60  S41 

Imperium  Galaclum  $40  S28 

Katnpfgruppe  $60  S41 

Knights  of  the  Desert  $40  S28 

Mecn  Brigade  $60  S41 

Norway  1985  $35  S24 

Operation  Market  Garden         $50  $34 

Phantasie  I  or  II,  or  III  $40  $28 

President  Elect '38      NEW      $25  $18 

Questron  $40  S28 

Realms  of  Darltness  NEW      $40  $28 

Rebel  Charge  $50  S34 

Rings  of  Ziftin  $40  $28 

Roadwar  2000  $40  328 

Shard  of  Spring  $40  S28 

Six  Gun  Shootout  $15  S12 

U.S.A. A.F.  $60  $41 

Wargame  Constr.  $30  S21 

Warship  $60  $41 

Wizard  s  Crown  I  or  II  $40  $23 


i^ 


EPYX 


UST 
PRICE 


OLR 

PRICE 


1 


California  Games  NEW       $40  S28 

Champ.  Wrestling  $40  $23 

Destroyer  $40  $28 

Movie  Monster  $20  $15 

Street  Sports  Baseball  $40  328 

Sub  Battle  NEW     $40  $28 

Summer  Games  11  $40  S28 

Super  Cycle  S20  SI 5 

Winter  Games  £40  S28 

World  Games  $40  S28 

EP  YX  JO  YSTICK  $20  S1 S 


rssG 


UST     OUR 
PRICE  PRICE 


i 


Batllefront  $40  $28 

Battles  in  Normandy  NEW  $40  S23 

Carriers  at  War  $50  $34 

Europe  Ablaze  $50  $34 

Reach  for  the  Stars  $45  S31 

Russia  NEW  $40  $28 


MtCROPROSE 


UST      OL'R 
PRICE    PRICE 


Conflict  in  Vietnam  $40  S28 

Crusade  In  Europe  $40  S23 

Decision  in  the  Desert  $40  S28 

F-15  $35  S24 

Gunship  $35  S24 

Pirates  $40  S28 

Silent  Service  $35  S24 


i^ 


ACCOLADE 


UST     OL'R 
PRICE   PRICE 


Ace  of  Aces 
Comics 
Deceptor 
Hardball 

Killed  Until  Dead 
Law  of  the  West 
Psi  5  Trading  Co 
Spy  vs  Spy  !&  II 


$30  $21 

S40  328 

$15  S12 

$30  S21 

$30  $21 

330  321 

$30  $21 

315  312 


ORIGIN  SYS. 


UST      OL"R 
PRICE  PRICE 


Auto  Duel 
Moebius 
Ogre 
Ufllma  I 
Ulllma  III 
Ultima  IV 


$50  $34 

$60  $41 

$30  321 

$40  $28 

$50  $34 

$60  S41 
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ACTIVISION 


LIST 
PRICE 


OLR 
PRICE 


Aliens  $35  S24 

Champ  Baseball  $30  $21 

Champ  Basketball  2  on  2  $35  $24 

Champ  Football  $35  $24 

Hacker  II  S35  324 

Labyrinth  $30  $21 

Portal  $40  $28 

Shanghai  $30  $21 

Tass  Times  $30  S21 

Top  Fuel  Eliminator  WEtV  $30  S21 


I  SIM.  CANADA 


usr 

PRICE 


OLR 
PRICE 
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Fifth  Eskadra  $60  $42 

Golan  Front  $80  342 

Grey  Seas,  Grey  Skies  $60  S42 

Seventh  Fleet  $60  $42 

Stalingrad  Campaign  $60  S42 


LANQ 


WaW/' 


NER 


PRICE 


OCR 
PRICE 
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Final  Four  Basketball 

$40 

S30 

Full  Count  Baseball  NEW 

$40 

S30 

Pro  Basketball 

$40 

S30 

3  in  1  Football 

$40 

S30 

ELEC.  ARTS 


UST 
PRICE 


OUR 
PRICE 


Adventure  Constr.  Set 

Age  of  Adventure 

Amnesia 

Archon  I  or  II 

Arctlcfox 

Bard's  Tale  1  or  II 

Chessmaster  2000 

Earth  Orbit  Station 

Legacy  Ancients 

Lords  of  Conquest 

Marble  Madness 

Pegasus 

Robot  Rascals 

Seven  Cities  of  Gold 

Skyfox 

World  Tour  Golf 


NEW 


NEW 
NEW 


$15 
$15 
$40 
$15 
$33 
$40 
$40 
$30 
$30 
$15 
$30 
$30 
$40 
$15 
$15 
$35 


$12 
$12 
$28 
312 
$23 
S23 
S23 
S21 
$21 
SI  2 
$21 
321 
S23 
SI  2 
$12 
324 


I 


INFOCOM 


usr    OUR 

PRICE  PRICE 


Bureaucracy 

Hitchhiker's  Guide/Galaxy 

Hollywood  Hijinx 

Lurking  Horror  NEW 

Moonmist 

Stationlall  NEW 

Trinity      128k 

Invisiclues 


S35 

S24 

S25 

318 

S35 

$24 

$35 

324 

$35 

$24 

$35 

S24 

$35 

324 

$8 

$6 

ETC. 


UST 

PRICE 


OUR 

PRICE 


Alternate  Reality  -  City 

Alt. Reality  -  Dungeon 

Baseball 

Blue  Powder,  Grey  Smoke 

Cholo  NEW 

Choplifter-Mid.  Magic 

Dark  Horn  NEW 

Deep  Space 

Defender  -  Crown      NEW 

Elite 

Flight  Simulator  II 

Guderian 

Guild  of  Thieves       NEW 

Micro  League  Baseball 

MLB  1986  Team  Disk 

NBA  NEW 

Pawn 

Promethean  Prophecy 

Star  Fleet  I 

Star  Glider 

Tenth  Frame 

Triple  Pack 

22i-B  Baker  Street 

Up  Periscope  NEW 

Where  U.S. Carmen  San  Diego? 

World  Class  Leader  Board 

Wrath  of  Denethenor 


$40 

528 

S40 

$28 

$50 

S34 

S50 

S34 

S25 

318 

S15 

S12 

$35 

S24 

340 

S28 

$35 

$24 

$33 

$23 

$50 

$34 

$30 

S21 

$40 

S23 

$40 

328 

320 

SI  5 

$40 

$28 

$45 

331 

$33 

S21 

$40 

528 

$40 

528 

$40 

528 

$20 

515 

$30 

$21 

$30 

S21 

$35 

$24 

$40 

S28 

$20 

$15 
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Same  Day 
Shipping 

We  ship  every  orderthe  same  day 
■it's  placed.  Just  call  before  3:30 
and  we'll  ship  your  order  via  U  PS. 
U.S.  Mail  service  also  available. 


CALL  TOLL-FREE 
1-800-554-1162 

Georgia  residents  call  404-934-5059.  ORDERING  AND  TERMS:  C.O.D.  orders 
welcome.  When  ordering  by  phone  use  VISA  or  MASTERCARD.  When  ordering 
bv  mail  send  money  order.  Include  phone  number.  SHIPPING:  Add  $3.00  for 
snipping  and  handling  charge.  Georgia  residents  add  4%  sales  tax.  Shipping 
for  Canadian  orders  is$4.0oor5%oTorder.  APO&  FPO  orders  add  $3,00  or  5% 
of  order.  Shipping  for  all  other  foriegn  orders  is  $10.00  or  15%  of  order.  All  software 
I  s  for  the  Commodore  54  and  1 28.  All  software  is  disk  only.  Prices  subject  to  change 


COMING  SOON 

Airborne  Ranger 

Battles  of  the  Civil  War 

Dragon's  Lair 

Halls  of  Montezuma 

Red  Storm  Rising 

Roadwar  Europa 

S.D.I. 

Shiloh 

Sinbad 

Stealth  Fighter 

Street  Sports  Basl<etbail 

Ultima  V 


\  Ull 


^^^^^R 


TEVEX 

4205  First  Ave,  Ste  100 

Tucker,  GA  30084 

404-934-5059 
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partition.  The  name  of  the  partition  would 
appear  in  the  main  directory  as  a  CBM 
type  file.  On  disk,  the  file  type  byte  in  the 
directory  would  be  5. 

The  Partition  Command 

The  1581  has  a  new  set  of  commands  to 
use  in  setting  up  disk  partitions.  All  the 
new  commands  begin  with  the  "I"  (slashl 
character  For  instance,  to  create  a  parti- 
tion use: 

OPEN  15,8,15,"/0:PAR-N.'yVIE;' 
+  CHR$(T)  +  CHR$(Sl  +  CHR$(BL)  + 
CHE$(BH)  +  ".C" 

CL0SE15 

where: 
T  is  the  starting  track 

(a  number  from  1  to  80) 
S  is  the  starting  sector 

(a  number  fixim  0  to  39,  usually  0) 
BL  is  the  number  of  blocks, 

low  (a  number,  usually  120) 
BH  is  the  number  of  blocks, 

high  (a  number,  usually  0) 
PAR-NAME  is  the  name  of  the  partition. 

If  you  are  going  to  create  a  sub^iirecto- 

ry,  your  partition  must: 

1)  Be  at  least  120  blocks  in  size. 

2)  Be  a  multiple  of  40  blocks  in  size 
(120,160,200...!, 

3)  Start  on  sector  0. 

4)  NOT  overlap  ti'ack  40,  the  root  direc- 
tor}'. 

Once  the  partition  file  is  created,  you 
can  add  a  sub-directorj^  by  selecting  and 
"formatting"  the  partition,  lb  do  this  use: 

OPEN  15,8,15,"  0:PAR-NAME": 
CLOSE  15 

HEADER  DO,"SUB-DIR-NAME,XX" 

Along  with  the  new ''/"  (slash)  com- 
mands to  set  up  and  control  pailitions,  the 
1581  has  some  new  error  messages.  When 
a  valid  partition  is  selected,  the  DOS  re- 
turns the  message: 

02,  SELECTED  PARTITION,  xx,yy 
where  xx  and  yy  a]«  the  first  and  last 
tracks  of  the  partition.  If  the  partition  is 
not  a  sub-directory,  the  DOS  returns  the 
message: 

77,  SELECTED  PARTITION  H^ 
LEGAL,  xx,>y 

When  you  are  finished  with  a  pailition, 
you  can  return  to  (select)  the  main  direc- 
tory with: 

OPEN  15,8,15,"r:  CLOSE  15 

Also  note  that  the  BASIC  commands 
DCLOSE  and  OPEN  15.8,15,"I0": 
CL0SE15  will  return  you  to  the  root 
dii-ectoi}'. 

For  more  on  partition  files,  see  the  1581 
user's  manual  or  the  PARTITION  AID 


The  1581  Disk  Drive:  Summary  of  New  Features 


Capacity 

1581 

800  K 

3160  data  blocks 

80  tracks  (logical  1-80) 

40  sectors  per  track  (logical  0-39) 

1541 

170  K 

664  data  blocks 

35  tracks  (logical  1-35) 

Variable  #  of  sectors 

Directory 

Track  40,  sectors  3-39 
Maximutn  of  295  files 

Track  18,  sectors  1-18 
Maximum  of  144  files 

BAM 

6  bytes  for  each  track 
Track  40,  sectors  0  ami  1 

4  bytes  for  each  track 
Track  18,  sector  0 

Header 

Track  40,  sector  0 

Track  18,  sector  0 

Speed 

2  MHz 

IMHz 

Serial  I/O 

CIA  8520  at  $4000 

VIA  6522  at  $1800 

Buffers 

9  buffers  (0-8) 

5  buffers  (0-4) 

Job  Queue 

9  job  locations  at  $02-$OA. 

Headers  at  $0B-$1C,  jobs  return  0  or  1. 

5  job  locations  at  $00-$ 
Headers  at  $06-$0F,  jot 
retum  0. 

Super  Side 
Sectors 

Yes,  relative  files  may  be  as  large  as 
the  whole  disk 

No 

Supports 
Sub-directories 

Yes,  new  file  type-CBM, 
is  for  partitions 

■No 

Supports 
128  Burst 

Yes 

No 

program  on  the  1581  utility  disk. 
WTiere's  the  Director)' 

On  the  1581  disk  drive,  a  directory  can 
be  just  about  an}-\vhere.  The  only  directo- 
ry you  can  count  on  is  the  main  or  root  di- 
rector}' on  track  40. 

Fortunately,  there  is  a  way  to  show  the 
director)'  ^m  within  j'our  programs  no 
matter  where  it  is. 

On  all  Commodore  and  compatible  disk 
drives,  the  directory  follows  the  same  pat- 
tern. You  can  use  a  special  channel,  96,  for 
fetching  the  directory  listing.  Channel  96 
is  reserved  especially  for  this  purpose. 

Because  of  this  it  is  possible  to  write  a 
directoiy  sub-routine  that  will  work  re- 
gardless of  which  drive  is  being  used.  By 
using  the  logical  directoiy  fix)m  channel 
96,  the  programmer  does  not  need  to 
know  the  physical  location  of  the  directory 
on  the  disk. 

Here  is  a  short  BASIC  suh-rxjutine  that 
will  show  the  dii-ectory  fix)m  any  Commo- 
dore or  compatible  disk  drive: 
100  OPEN  2,8,96,"$0" 


110  GET#2,A$,B$ 

120  GET#2,A$,BS:  IF  A$=""  AND 

B$=""  THEN  CL0SE2:RETURN 
130  GET#2A$,BS 
140  PRINT  ASC  (A$  +  CHRS(0))  + 

256*ASC(BS-t-CHR$(0)i: 
150  GET#2, A$:  IF  AS  = " ''  THEN 

PRINTGOTO120 
160  PRINTAS;:  GOTO  150 

This  routine,  or  its  machine  language 
equivalent,  will  list  the  dii'ectoiy  no  mat- 
ter where  it  is  stored  on  the  disk  —  includ- 
ing directories  from  within  a  paitition. 
Here's  a  line  by  line  explanation: 
100  Open  the  logical  directory  using 

channel  96. 
110  TVash  the  firet  2  bytes, 
120  Read  the  2  line  links,  if  they  are 

both  null,  then  we're  done. 
130  Otherwise,  get  the  2  bytes  for  the 

size  in  blocks. 
140  Convert  these  2  bytes  to  a  decimal 

number  and  print  it. 
150  Fetch  a  dii^ectory  byte.  If  it  is  null 

Continued  onpg.  123 


52     NCWEMBER  1987 


115  Nassau  St.  NY.,  NY.  10038 
Bet.  Beekman  ti  Ann  Sts.(2}2)732-' 
Open  Mon-Fri,  8:30-6:307Saf,  9:30 


Penn.  Station,  Amtrack  Level  Beneath 
Madison  Sq.  Garden,NY.,NY.  10001 
594-7140  Open  Mon-Wed,  8:30-8/Thurs 


ij?  ORDERS  AND 

FORMATION  CALL 

TOLL  FREE 

OPEN  T  DAYS  EVERV  WEEK 
FOR  ORDERS 


lan  St  Ann  Sts.(2}2)732-4500      ,      .  Madison  Sq.  Garden,NY.,NY.  1001 

-Fri,  8:30-6:307Saf,  9:30-6:30     212  594-7140  dpen  Mon-Wed,  8:30- 

Sun,  9:30-6  &  Fri,8:3(r-9/Sat  &  Sun,  10-7 

IS  AND        i  fOfinl  "Xil  C        7nCO  'N  NEW  YORK  state  call 

ON  CALL     HoUlljJ4D— fUDll  (212)594-7140 

1'ng\g\\»%MWr  ^t\^0>  FOR  CUSTOMER  SERVICE  call' 

800)345  —  7058  (718)965-8686 


(212)594-7140 

R  CUSTOMER  SERVICE  CA 

(718)965-8686 


commodore 


ALL  COMPUTERS  AND  PERIPHERALS  ARE  BRAND 
NEW,   FACTORY   FRESH   AND    COME    COSfPLETE   WITH 
AC   ADAPTORS,   OWNER'S    MANUALS     ALL    CONNECTING 
CABLES   AND    USA   WARRANTY 


commodore 

C=128X 

128  K  RAM 

Powefed 
Personal 
Compjter 

$219 

NEW  C-12B/D 

128K   COMPUTER   WITH 
BUILT-IW       DISK    DRIVE 

commodore 


$439 


95 


^S^i- 


ff 


With  Ceos  Program! 


64  K  RAM 
Powered 

Home 
Computer 

195 


commodore 


PClOl 


IBM   PC/XT 
COPATiBLE 

512K  RAM 

Expandable  Lo  640 

12'   Monilor 

MS-DOS  3.2 

Serial  and   Parallel 

Pom  Full   1   Year 

Warranty 


Call  for  Prices 


COMMODORE  PC-102  6*0K 
COMPUTER  w  2  360K  DRIVES 
li  ABOVE  PACKAGE 


CALL 


C=  Commodore    f^  /  \  ^  \ 

AMIGA^VU 


IN 


STOCK 

•68000  Processor 

•512k  Ram  Expandable  to  9MB 

•Graphics  Processor 

AMIGA  lOOO...*.:.^!^!^....  CALL 

AMIGA  2000 CALL 

AMIGA     PERIPHERALS 

A -SOI   5L2K    EXPANSION 

A-lOlO   3.5"   FLOPPY    DRIVE 

A-1020T  5-25-    DISK    DRIVE 

with   TRANSFORMER 

A-IOSO    RGB    COLOR   MONITOR 

A-1300   GENLOCK 

A-1060   SIDECAR 

THESE  AND  OTHER 

PERIPHERALS   IN   STOCK 

WE  WILL  BEAT  ANY  PRICE 


COMPUTER 
PACKAGES 


^1 


COLOR 
PACKAGE 


COMMODORE   C    64C  COMPUTER 
COMMODORE    )641/C    DISK    DRIVE 
COMMODORE   COLOR  PRINTER 
COLOR  MONITOR 
GEOS   SOFTWARE   PROGRAM 


$509 


r-(KM  COMPLETE 
K^(m%     PACKAGE 


COMMODORE    C     6<    C    COMPUTER 
COMMODORE    1541  DISK    DRIVE 
COMMODORE   COLOR   PRINTER 
12*    MONITOR 
GEOS    SOFTWARE    PROGRAM 


$369 


95 


COLOR   MONITOR         ADO    lUO 

r-  lOft-  COMPLETE 
L^  l20-^    PACKAGE 


COMMODORE  128  COMPUTER 
COMMODORE    1541    DISK   DRIVE 
12"    MONITOR 
COMMODORE  COLOR  PRINTER 


$469 


95 


TO  SUBSTITUTE  1571  FOR 
15*1    -    ADD   160 


r-lOO-    DELUXE 
t'  IXO--  PACKAGE 

COMMODORE  128  COMPUTER 

COMMODORE  1S71   DISK   DRIVE 

COMMODORE  1902  COLOR  MONITOR 

COMMODORE  80  COLUMN  PRINTER 


$729 


95 


20  MB  HARD  DRIVES 

FOR  C-64/C  -  $769 

FOR  C-128  -  $849 


COMPUTER 


PRINTERS 


iiE@iir 


NB-2410  t399.95 

MB-2415  t5S9.95 

SG-IOC  »1$9.9S 

NX-IO  tl59.95 

NX-IOC  (169.95 


NX  15  J28995 
ND-IS  1379.95 
NR-15  »429.95 
NO-15    (759.95 


^-^  Panasonic 


95 


TER   !pil  " 


PANASONIC  lOSO  I I1S9.9S 

OKIDATA 

$199^^ 
$189^^ 


OKIOATA   no 

fOR  ALL  COMPUTERS 


OKIMATE  20 
W/PLUGNPRINT 


EPSON 


1109  Qb 
1414  9b 
1S39  95 
J4«9  95 


commodore 
SOFTWARE 


WORD   PROCESSORS  __„ 

FONTMASTER   128  133  50 

WORDWRITER   128  ^V  V> 

TERM  PAPER  VI/RITER  J33  SO 

VIZAWRITE   138  >59  95 

EPYX   MULTIPLAN  134  95 

fvllCROSOFT  MULTIPLIER  139  95 

PARTNER   138  »49  95 

BANK   5IHEET    WRITER  IJ4  95 

PAPERBACK   WRITER    121  139  95 

GRAPHICS   PROGRAMS 

PRIfJTSHOP  S26  50 

NEWSROOM  $29  50 

PRINTMASTER   PLUS  124  95 

Bl    80  «39  9b 

HEARSAY    1000  J69  95 

TECH   SKETCH   LIGHT   PEN  139  95 

GEOS    FAMILY 

GEOS  >34  95 

FONTPACK    I  $1991- 

DESKPACK    I  JIB  50 

WRITER'S  WORKSHOP  139  95 

GEODEX  $24  95 

GEOFILE  J29  95 

GEOCALC  129  95 

DATA  MANAGER  128  13/  9i 

SWIFTCALC  128  «3'  9^ 

FAST-LOAD  t24  95 

FINAL   CARTRIDGE  H4  95 

MACH    128  Ui'A 

XtTEC   JH   INIfcHFACt  134  95 

XETEC    SR   INTERFACE  (64  95 

C128  POWER   SUPPLY  139  96 

C64   C64-C   POWER   SUPPtV  >29  95 

WE  CARRY  ALL 
MAJOR  BRAND  SOFTWARE 


nr^ 


WE  INVITE  CORPORATE 
&  EDUCATIONAL  CUSTOMERS 


i  «<■ 

ilih  > 
fltraMkie   *(r«ri 
iM  PC/XT 


commodore 
PERIPHERALS 


1541/C 
DISK    DRIVE 


$149" 

1571 
DISK   DRl 

$209' 


C,1571 
*  DISK   DRIVE 

195 


THOMPSON 
I  RGB   COLOR  MONITOR 


1700  -  UBK  q:QQ95 

EXPANSION    MODL 

1750 
EXPANSIO 


-   512K  ff1CQ95 

N   MODULE     jliU^ 

MPS-833C   PRirJTER 

$129'* 

^     MPS-IOOQ   PRINTER 

$199" 

MPS-1200   PRINTER 


$219'* 


1351 


95 


C-  Moult  foi        C  OQ 
CommndoK     jjjj 
*£^    ■/  Computtr 

CW  Eipan^ion  \       O  I  I 


S  &  S  Wholesalers,  Inc. 


FREE  FREIGHT  ON  ORDERS  OVER  $100.°o* 


ALL  PRICES  REFLECT  A  3%  CASH  DISCOUrjT.  ADD  3%  FOR  CREDIT  CARD  FMRCHASES.  COO 
ORDERS  ADD  M"  PER  BOX.  ORDERS  UND£H  S100 °°  ADO  M."  SHIPipiNG  AND  HANDLING 
eUANTmES  ON  SOME  ITEMS  MAY  BE  UMITED.  PfilCES  ARE  SUBJECT  TO  CHANGE  WIIHOUT 
NOTICE  APO  FPO  ADD  6%  ADDITIONAL  SHIPPING  FOREIGN  ORDERS  ACTUAL  FREIGHT 
CHARGED  AU  SALES  ARE  FINAL  RETURN  OF  DEFFECTtVE  MERCHANDISE  FOR  REPLACEMENT 
ONLY  WITH  AUTHOfitZATION  AUTHORIZED  RETURNS  ARE  SUBJECT  TO  A  RESTOCKING  FEE, 
CCMulPLEIE  USnNG  OF  ALL  SALES  POUCtIS  AVAILABLE  UPON  REQUEST. 
"EXCEPT  ON  ITEMS  MARKED  BY  AN  ASTER1KS 

CHRISTMAS  HOURS:    8:00  AM  -  9:00  PM  EST 


C€,HMCCCCC 

1571  DISK  DRIVE  239"= 

MPS  1200  PRINTER  229"= 

CiMZAMONtTOR  279" 

128D  COMPUTER  469.'» 

MC  COMPUTER  CALL 

1541  DISK  DRIVE  179.«> 

C1 700  EXPANDER  109.«<i 

CI  750  EXPANDER  159." 

C1660  MODEM  39." 

C1670  MODEM  CALL 

C2C02  MONITOR  329." 

CI  581  DRIVE  239." 

CI  351  MOUSE  34." 

DPM1 101  DAISY  WHEEL  249  * 


CC4  H'CCD 

PCCCESSING 

SrSTEM 

C64  COMPUTER 

1541C  COMPATIBLE  DRIVE 

80  COLUMN  PRINTER 

WORD  PROCESSOR 

DATABASE 

399.90 

-  FREE  SHIPPING  - 


CC.HHCCCCC 
12§ 


•WITH  DISK  DRIVE 
PURCHASE 


CC.HMCCCCC 
€4 


89."' 


•WITH  PURCHASE  OF 
SOFTWARE  PACKAGE 

PRINTEI2 


PANASONIC 

1 39.90* 

WITH  PURCHASE  OF 
STARTER  PACK 

C175C 
CXPANDEI^ 


159. 


90 


-QUANTITIES  LIMITED - 
•WITH  2  RIBBON  PURCHASE 


€4  $Of  TWACE 

ACCOIADE 

ACE  OF  ACES  17" 

DAMBUSIERS  17." 

DECEPTOR  9." 

DESERT  FOX  a," 

RGHl  NIGHT  17." 

FOURTH  AND  INCHES  1 7." 

HARDBALL  \1?' 

KILLED  UNTIL  DEAD  17" 

LAW  OF  THE  V/EST  17." 

SPVVS  SPY  I  &  II  8." 

ACTIONSOFI 

THUNDER  CHOPPER  17,«' 

UKP  PERRiSCOPE  1 7  " 

ABACUS 

ASSEBLER  MONITOR  21" 

BASIC  COMPILER  23" 

CADPAK  21" 

CHARTPIOI  50." 

COBOL  C64  23." 

DATAMAT  23." 

FORTH  LANGUAGE  23." 

POWER  PLAN  C64  23." 

SUPER  C  35." 

SUKPER  PASCAL  35" 

TAS  CM  35" 

VIDEO  BASIC  23." 

XPER  EXPERT  SYSTEM  35" 

PROGRESSIVE  PERIPHERALS 

BOB  lERM  PRO  29." 

PtCASSO'S  REVENGE  35." 

SUPER  SCRIPT  29." 

SUPERBASE  '64  47." 

VISIWRITE  41." 


ACCESS 

EXECUTIVE  DISK-LEADER  BD  1 1." 

LEADER  BOARD  23." 

MACH 128  2fl." 

MACH  5  20" 
TOURNAMENT  DISK-LEADER  BD1 1 " 

TRIREPACK  11" 

WORLD  CL*SS  LEADER  BO  23" 

WID  CL  FAMOUS  COURSES  1  11" 

10TH  FRAME  BOWLING  23  " 

ARIWORX 

BRIDGE  4,0  14." 

COMPUBRIDGE  14." 

INIERNATl  HOCKEY  14." 

PRO  BOXING  8" 

STRIP  POKER  17°' 

STRIP  POKER  DISK  1  FEMALE  11." 

THAI  BOXING  8." 


ATARI* 

BATTLEZONE 

CENTIPEDE 

DEFENDER 

GALAXIAN 

GREMLINS 

JUNGLE  HUNT  8." 

MOON  PATROL  8." 

MS  PAC  MAN  e." 

PAC  MAN  8." 

POLE  POSITION  8." 

TRACK  AND  FIELD  8" 

AVALON  HILL 

BLACK  THUNDER  12-' 

COMPUTER  FOOTBAa  STR AT  12* 

COMP  STATIS  PRO  BASEBALL  2 1  .-^ 
DR.  RUTH'S  GAME/GOOD  SEX  17-' 

DREADNOUGHTS  18.*' 

GULf  STRIKE  18.'-' 

JUPITER  MISSION  1999  21-'^ 

LONDON  BUTZ  15.=^" 

MACBETH  15. -I 

MISSION  ON  THUNDERHEAD  15  =° 

PANZERS  EAST  18-"° 

SPITFIRE  40  21  ■^ 

SUPER  BOWL  SUNDAY  21.'" 

TOURNAMENT  GOLF  18/^ 


BATTERIES  INCLUDED 

CONSULTANT  35," 

HOME  PAK  9." 

PAPERCUP  23" 

PAPERCUPW/SPELLPACK  37." 

SOFIWORKS 

DESK  PACK  II  29," 

GEOCALC  29." 

GEOCHART  23." 

GEODEX  23," 

GEOFILE  29," 

GEOPUBUSH  29," 

GEOS  35," 

GEOS  DEST  PACK  I  20." 


BETTERWORKING 

BUSINESS  FORM  SHOP  23" 

HLEPRO  17." 

POWER  ASSEMBLER  23." 

POWER  C  23" 

PROGRAMMERS  TOOL  BOX  1 1." 

SPREADSHEET  17" 

TUR3O-L0AD  TURBO-SAVE  14," 

WORD  PRO  23" 
WORD  PROC  W/SPELL  CHECK  17" 

BRODERBUND 

BANK  STREET  WRITER  29." 

BANK  STREET  SPELLER  29." 

BANK  STREET  FILER  29." 

BANK  STREET  MAILER  29" 

CHAMP  LODE  RUNNER  20  " 

HOtlDAY  PRINT  SHOP  GRAPH  14  •■ 

KARATtKA  17." 

PRINT  SHOP  26  •■ 

PfiINT  SHOP  COMPANION  20  " 

PfiINf  SHOP  GRAF»HK;3  lib  1  14" 

PRINT  SHOP  GRAPHICS  LIB  2  14" 

PSINT  SHOP  GRAPHK;S  UB  3  14" 

TYPE  23" 
WHERE  IN  !ME  USA  IS  CARMEN  26." 
WHERE  IN  WORLD  IS  CARMEN  20  " 


ELECTRONIC  ARTS 

ADVENTURE  CONST  SET  24  " 

AMNESIA  24 " 

ARCIiC  FOX  20," 

AUTODLEL  30," 

BARDS  TALE  24," 

BARDS  TALE  II  24." 

CHESSMASTER  2000  24.'- 

FINANCIAL  COOKBOOK  Q.» 

HARD  HAT  MACK  6." 

LEGACY  OF  THE  ANCIENTS  18." 

MULE.  9."' 

MAIL  ORDER  MONSTERS  9"" 

MARBLE  MADNESS  18," 

MOVIE  MAKER  <)«• 

MUSIC  CONST.  SET  a."" 

OGRE  24." 

f=EGASUS  18" 

PINBALL  CONST  SET  <ip 

RACING  DESTRUCTION  .SET  0  to 


17.» 
17.= 
17» 
53.° 
17,' 
17' 


EDUWARE 

ALGEBRA  VOLUME  1 
ALGEBRA  VOLUME  li 
ALGEBRA  VOLUME  111 
EDWi'ARE  BUNDLE 
SPEUiNG  AND  READING 
WEBSTER'S  NUMBERS 

EPYX 

CHAMPIONSHUP  WRESTLING  23,' 
CREATE  A  CALENDAR  1 7.' 

DESTROYER  23'^ 

GRAPHICS  5CRAPBK  SPORTS  14.= 
GRAPHICS  SCRAPBK  OFF  WALL14« 
GRAPHICS  SCRAPBK  SCHOOL  14  = 


jn  COMBAT  SIMULATOR 
MlCROSOn  MUITIPLAN 
PROGRAMS  BASIC  TOOLK':! 
STREET  SPORTS/BASEBA.. 
STREET SPORIS/BASKPf  VL 
SUBBAnLE 
SUMMER  GAMES  II 
VORPAL  UTILITY  KIT 
WINTER  GAMES 
WORLD  GAMES 
WORLD  KARATE  CHAMP 
CAUFORNIA  GAMES 

FIREBIRD 

COLOSSUS  CHESS  IV 

ELITE 

GUILD  OF  THIEVES 

PAWN 

STAR6UDER 

GAMESTAR 

CHAMP  BASEBALL 
GBA  CHAMP  BASKETBALL 
GFLCHAMORXJIBALL 
OfJ  f lELD  KXJTBALL 
ON  TRACK  RACING 
STAR  LEAGUE  BASEBALL 
STAR  RANK  BOXING 


11  = 
23- 
11  = 
23= 
23-' 
23.' 
23.' 
11.» 
23-' 
23." 
17." 
23' 


20.' 
19.' 
26.' 
26.' 
23-' 


17.' 
20,' 
20,' 
17,' 
14.» 
17.' 
17,' 


HAYDEN 

MICRO  ADDITION  7 

SARGON  III  14 

HITECH  EXPRESSIONS 

CARDWARE  f 

CHRISTMAS  JINGLE  DISK  r 

HEART  WARE 
PARTYWARE 

INFOCOM 

DEADUNE  6 

LEATHER  GODDESES/PHOBOS  20., 


STARCROSS 
SUSPENDED 
ZORKI 
ZORK II 
ZORK  III 
ZORK  TRILOGY 

DAVIDSON 

ALGE-BLASTER 
MATH  BLASTER 
SPEU.  IT! 
WORD  AHACK 


6.' 

6.' 
6.' 
6.' 

6.' 

1,4.' 


29." 
29." 
29." 
29." 


-800-233-6345         1-800-331-7054 


PAN/1S€NIC 


laoi 

Nil 

»2i 

[P3131  DAISY  WHEEL 

>2a  2i  BN  HEAD 

^SeR  PRINTER 


EP$€N 


:600 
;b6E 
:286£ 

;800 
:iciOQ 

i800 

11000 

)2bO0 


CAll 
19«« 
329« 

CAIL 
MOT" 


169." 
J49«> 
449": 
CAIL 
CALL 
589  «■ 
CALL 
899'- 


Ce4  SYSTEM 

CM  COMPUTER 

1541  COMPATIBLE  DRtVE 

CITIZEN  40  COLUMN  PRINTER 

JOYSTICK 

39990 

-  FREE  SHIPPING  - 


AUTHORIZED  AMIGA  IJEALER 
COMPLETE  AMIGA  LINES  IN  STOCK 
CALL  FOR  BEST  PRICES 


C12B  SUPER  WORD 

PROCESSING  SYSTEM 
C128  COMPUTER 
C1571  DISK  DRIVE 
C't902A  MONITOR 
MPS  1200  PRINTER 
WORD  PROCESSING 

WITH  WORD  CHECKER 

FREE  SHIPMNG      999.'° 


SETflLER 
rET  SYSTEM  2 


iOFESSIONAL  SOFTWARE 

23" 

35  "■ 

TRATEGIC  SIMULATIONS 

)BTRESS  8' 

iMSTONE  WARRIOR  8 

;rmany  1985  a; 

JTTYSSURG  35/ 

WPFGRUPPE  35." 

JRWAY 1985  20; 

>NZER  SRE^^lADlEn  23; 

lANTASIE  It  23' 

'ESIDENT  ELECT  -88  14,' 

BEL  CHG:  CHICKAMAUGA  29; 

3ADWAR  2000  23,' 

(  GUN  SHOOTOUT  23,' 

AAF  35' 

iKR  IN  THE  SO,  PACIFIC  35.' 

iVRGAME  CONST  SET  17 

a,RSHIP  35. 

MASTERTRONIC 

■.nON  BIKER  4.'- 

IX  RACERS  4  ■■' 

1ILLER  4 " 

EKTRA  GLIDE  4" 

JDERS  KEEPERS  4" 

"E  A  SIDE  SOCCER  4," 

MESOFDAWN  4,-- 

RO  OF  GOLDEN  TALISMAN  4.'' 

5TANT  RECALL  4," 

START  4" 

ST  V8  4  •■■ 

SjSTER  magic  4  '■ 

^A  4." 

O-GOLF  4  ■■ 

KAAOFASSIAH  i'' 

JGGER  4  ' 

ACEKUNTER  i  " 

EEDKING  4'' 

COKS  4  ■■ 

GAS  POKER  AND  JACKPOT  4,'' 

'  4,-' 

MICROPROSE 

50JET  14." 

NFIICT  IN  'i/IElNAM  23.'' 

i  STRIKE  EAGLE  20." 

4SHIP  20." 

OFLIGHT  14." 

■.TESI  23.'' 

WT  SERVICE  20." 

GUNNER  SERIES  14." 

MICRO  LEAGUE 


CROLEAGUE  BASEBAU 

23" 

//F  MICROLEAG  WRESTLING  23.' 

86  TEAMS  DISK 

11' 

s  WORLD  SERIES 

11' 

s  WORLD  SERIES 

11" 

rs  WORLD  SERIES 

11' 

PEACHTREE 

CK  TO  BASIC  ACCNTING 

117." 

THUNDER  MOUNTAIN 

ABCS  W/ THE  TINK  TONKS  5*' 

CYTJUSS  CHESS  5.'' 

DEMOLITION  MiSSION  5." 

ELIMINATOR  &" 

WAXI  GOLF  5" 

MR  PIXEL  S  CARTOON  KIT  5  ■>■ 

NUMBER  BOWLING  5-' 

RAMBO  FIRST  BLOOD  PI  II  5"' 

SONGWRITER  5'' 

SUBTRACTION  W/KNK  TONKS  5"' 

TOP  GUN  5" 

TIMEWORKS 

DATA  MANAGER  2  23  •' 

PARTNER  35" 

SWIFTCALC  W/SIDEWAYS  23  " 

WORD  WRITER  3  29" 

UNISON  WORLD  INC. 

ART  GAILE.W  I  14  '• 

ART  GALLERY  II  14." 

PRINT  ^/ASTER  PLUS  20  " 


SPRINGBOARD 


12$S€rT>VAI2C 


CERTIRCATE  MAKER 

2Q.-" 

CERT.  MAKER  UBRARY  1 

20" 

CUP  ART  VOL  1 

17" 

CLIP  ART  VOL  2 

23" 

CLIP  ART  VOL  3 

17."- 

EARLY  GAMES  FOR  CHILDREN  20.'' 

GRAPHICS  EXPANDER 

20.-' 

NEWSROOM 

29" 

5UBLOGIC 

BASEBALL  ^ 

BASEBALL  STADIUM  DISK  ^ 
FLIGHT  SIMULATOR  II 
FOOTBALL 
JET 

NIGHT  MISSION  PINBALL 
SCENERY  KISK  1  TEXAS 
SCENERY  DISK  2  ARIZONA 
SCENERY  DISK  3  CALIF .  NEV 
SCENERY  DISK  4  WASHINGTON  12 
SCENERY  DISK  5  UTAH.  CO,  WY 1 2 
SCENERY  DtSK  6  KANSAN.  NEB  12 
SCENERYDISK7FLNC.se         12 
SCENERY  DISK  9  IL  MO.  OH      12. 
STAR  SCENERY-SAN  FRAN  12. 

STARSCENERY-JAPAN  12. 

WESTERN  SCENERY  DISK  PACK  64, 

MINDSCAPE 

BOP'N  WRESTLE  17." 

DEFENDER  OF  THE  CROWN  20," 

FIST  17." 

HIGH  ROLLER  17." 

INFILTRATOR  -17," 

MASTERTYPE  1 1" 

DIGITAL  SOLUTIONS 

POCKET  DICTIONARY  8  " 

POCKET  FILER  II  35," 

POCKET  PLANNER  II  35  " 

POCKET  WRITER  II  35" 


ABACUS 

BASIC  COMPILER  35'- 

CADPAK  35" 

CHARTPAK  23" 

COBOL  35" 

PERSONAL  PORTFOLIO  MGR  35" 

SPEEDTERM  23" 

SUPER  C  35." 

SUPER  PASCAL  35-'«" 

TAS  35" 

XREF  ID" 

ACCESS 

MACH  128  29" 

BAKERIES  INCLUDED 

PAPERCLIP  II  47." 

DIGITAL  SOLUTIONS 

POCKET  DICnONARY  8," 

POCKET,  FILER  30,"! 

11        ,  35" 

INERJtt  35" 

:ET  writer  11^  35  " 

'PACK  If      ^^  59  "■' 

OGRESSIVE  PERIPHERILS 

BOB  TERM  PRO  47" 

SUPER  SCRIPT  47 

SUPtRSASE  128  59 '• 

VlSISrAT?128K  71  ■■ 

PROFESSIONAL  SOFTWARE 

fTSVSTEM3  41  •■ 

'FLEET SYSTEM  4  47" 

TIMEWORKS 

DATA  MANAGER  126  34  ■' 

PARTNER  34." 

SWinCALC  128  34," 

SYLVIA  PORTER  128  34." 

WORD  WRITER  128  34." 

XETEC 

FONTM  ASTER  128  35" 

400CPS  PRINTER 

90 


799. 


CALL  FOR 
BEST  PRICING 


C€VEC$ 

C12S  COVERS  ?■' 

C64  COVERS  6" 

1571  COVERS  7." 

C1W2  COVERS  14" 

MPS803  COVERS  7." 

MPSt200  <f" 

MPA10O0  9" 

VtC1525  9," 

AMIGA  SYSTEM  29'"' 

AlOaO  COVER  14." 

AMIGA  DRIVE  9." 

C1802  COVER  14" 

CI 702  COVER  14" 

OKIMATE  9 " 

SEIKOSHA  9 " 

IPSON  0" 

EPSON  15-  12 
OTHERS  AVAILABLE 
CALL  FOR  PRICING 

STAC  NXICC 

199.90 


OriMATE 

COLOR  PRINTER 

99.9° 


•WIIH  PURCHASE  Of 
PLUG-N-PRlr>)T 


PC1€-1 

CALL  FOR 
LOW  PRICES 

'WITH  MONITOR  PURCHASE 

ce=iPcwEc 

^    SUPPLY 

-  FREIGHT  FREE  - 

SIX  OLTI  ET 

SLCGC 
DCCTCCTOC 


I2APAC 
DETECTOR 

SUPERHETRODYNE 

69.90 


WIC€ 


BOSS 

BAT 

BLACKMAX 
THREE  WAY 


11." 

14." 

8," 

19." 


ciejc 

MCPEM 


129.90. 


■Wl  TH  PURCHASE  OF  SOFTWARE 

CCLCC 

MONITOR 


19. 


90 


-QUANTITJES  LIMITED-- 

•WITH  PURCHASE  OF 

MONITOR  CABLE 


TECHNICAL  TIPS 


by  John  I  ovine 


Interfacing 
Commodore's  User 
Port,  Part  6 

Building  a  Digital  Camera 


This  is  part  one  of  a  mini-series.  In  this  sub-series  we  will 
consti-uct  a  digital  camera  for  the  computer  With  it,  we  can 
explore  various  leading  edge  topics  such  as  machine  vision,  pat- 
tern recognition  and  neural  networks. 

This  is  a  low-cost  digital  camera;  do  not  confuse  this  with  a  di- 
gitizer for  video  cameras.  A  digitizer  is  a  completely  different 
animal;  it  takes  a  signal  from  a  video  som-ce,  converts  the  signal 
to  binaiy  values  then  displays  the  infonnation  on  a  monitor. 

Our  project  is  a  digital  camera  that  our  computer  reads  and 
displays  on  its  monitor.  The  cost  for  this  project  is  under  $50. 
The  maximum  resolution  of  our  camera  chip  is  128  pixels  by  64 
pixels.  Grey  scaling  is  possible  but  I  don't  know  if  we  will  have 
the  time  to  get  into  this  area.  Regardless,  the  procedure  to  ac- 
compUsh  this  will  be  given. 

One  unique  feature  of  this  camera  is  that  we  are  not  using 
any  support  circuity.  The  computer  is  handling  all  the  timing, 
addressing  and  refreshing.  This  makes  our  circuit  quite  simple. 
The  power  for  the  chip,  however,  is  provided  by  two  batteries  and 
acoupleofresistoi-s. 

Let's  begin  by  examining  the  main  functional  component  of 
the  project.  Namely  the  digital  camera  chip. 

D-RAM  Chip 

The  chip  that  we  are  utilizing  for  our  camera  chip  is  a  modi- 
fied dynamic  RAM  chip.  It  is  a  lesser  known  fact  that  the  mem- 
ory cells  of  these  chips  are  photosensitive.  To  use  these  cells  for 
image  processing  they  must  be  accessed  in  a  certain  manner 
Let's  start  at  the  beginning. 

Information  in  the  fonn  of  binary  bits  is  stored  in  arrays  of 
memory  cells  in  the  dynamic  RAM.  The  memory  cells  are  ar- 
ranged in  a  matrix  airay  or  honeycomb  structuiTe.  Using 
standard  graphing  techniques,  the  Yaxis  would  represent 
the  rows  and  the  X,  columns.  Each  box  in  the  graph  represents 
one  memoiy  cell  whose  location  is  identified  by  its  row  and  col- 
umn numbers.  Addi-essing  to  any  cell  in  the  chip  is  accom- 
plished by  multiplexing  the  address  lines.  Multiplexing  simply 
means  that  we  are  using  the  same  lines  for  both  the  row  and 
column  addresses.  This  is  achieved  using  the  RAS  (Row  Addi-ess 
Strobe)  pin  and  the  CAS  (Column  Address  Strobe)  pin  as  follows. 
The  row  address  is  placed  on  the  address  pins  and  the  RAS  pin 
is  asserted.  Next  the  column  address  is  placed  on  the  address 
pins  and  the  CAS  pin  is  asserted.  Depending  on  the  status  of  the 
WE  (Write  Enable)  pin,  the  operation  will  be  either  a  read  from 
or  write  to  the  cell  utilizing  the  Data  in  or  Data  out  pin  respec- 
tively. 

Each  cell  in  the  matiix  is  like  a  tiny  capacitor  When  a  binary 
"0"  is  written  to  a  cell  no  voltage  (OV)  is  stored  on  the  cell.  When 
a  binaiy  "1"  is  vmtten  to  a  cell  within  the  chip,  that  cell  is 
charged  to  -I-  5V  level  and  held.  No  capacitor  is  perfect  however, 
and  thfe  capacitor  within  oui-  RAM  chip  is  no  exception;  the 
charge  on  the  cell  will  eventually  leak  away.  Dynamic  memoiy 
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Our  project  is  a  digital  camera  that  our 
computer  reads  and  displays  on  its  monitor. 
The  cost  is  under  $50. 


circuits  handle  this  problem  by  issuing  what  is  known  as  a  re- 
fresh cycle  which  recharges  all  the  binary  "1"  cells  to  an  appro- 
priate level.  The  amount  of  time  allowed  between  refresh  cycles 
to  retain  the  integiity  of  the  data  vrill  vary  with  the  tj'pe  of  chip, 
but  it  is  safe  to  say  that  it  usually  lies  between  2  and  4  millisec- 
onds (thousandths  of  a  swond). 

Refreshing  is  a  little  easier  than  what  it  first  appeal's.  A  read 
or  write  operation  to  any  cell  will  refiiesh  that  entire  row  that  the 
cell  lies  in.  Also,  many  chips  have  an  RAS  refresh  mode  which 
allows  one  to  address  the  row  only  to  refresh  that  entire  row.  Re- 
freshing I'm  afi-aid  is  still  a  hassle  that  must  be  contended  with. 

Om-  chip  contains  two  banks  of  128  by  64  pixels.  Unfortunate- 
ly, these  banks  ai^  separated  by  a  dead  space  area.  To  keep  our 
picture  continuous  we  are  only  using  one  of  the  two  banks  avail- 
able to  us.  In  the  fijture  we  may  come  back  to  this  project  and 
use  both  banks  to  generate  128  by  128  pixel  images. 

Photo-electric  effect 

When  a  memory  cell  of  the  D-RAM  chip  is  holding  a  binaiy 
"1"  or  is  chai-ged,  light  falling  upon  the  cell  will  increase  the  rate 
of  discharge  in  proportion  to  light  intensity  and  duration.  With 
this  information,  we  can  see  that  by  filling  the  entire  memory 
matrix  with  binary  "l"s  and  exposing  it  to  light,  the  areas  with 
higher  illumination  will  lose  their  charge  and  aieas  with  little 
or  no  illumination  will  retain  their  charge.  If  this  illumination 
happens  to  be  an  image  projected  onto  the  an-ay  by  a  lens  you 
would  now  have  a  binary  image  stored  in  the  chip  that  the  com- 
puter could  read. 

This  is  exactly  what  we  are  doing.  Our  program  first  writes  a 
binary  "1"  to  all  the  memory  cells,  waits,  then  reads  back  the  in- 
formation and  displays  it  on  the  monitor  Any  cell  whose  charge 
fell  below  a  certain  threshold  would  be  read  as  a  binary  "0".  The 
binary  "0"s  would  denote  ai-eas  of  high  illumination.  These  cells 
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would  be  displayed  as  a  white  pixel  on  the  monitor.  The  binary 
"l"s  show  areas  of  little  or  no  illumination,  would  be  displayed 
as  black  pixels. 

Matrix  Unscramble 

With  all  our  program  has  to  do,  addressing,  writing  to  then 
reading  trom  the  individual  cells  and  displaying  the  infoiTna- 
tion,  there  is  one  more  task  it  has  to  accomplish  for  us.  Om-  dy- 
namic camera  chip  began  its  life  as  a  memoiy  chip  for  comput- 
ei-s  not  as  a  light  imaging  component.  Therefoi-e  the  matrix  of 
memoiy  cells  do  not  lie  in  order.  Oui*  program  must  also  un- 
scramble the  matiix  and  put  it  in  order  so  that  we  can  process 
images  fi-om  it.  Although  that  in  itself  isn't  too  much  of  a  pro- 
blem, it  does  decrease  the  overall  speed  of  the  program. 

Limitations  of  the  System 

As  stated  before,  we  are  not  using  any  support  circuits  for  our 
camera.  This  keeps  our  unit  inexpensive  and  simple  but  it  does 
impose  limitations.  The  most  important  limiting  factor  is  speed. 
The  microprocessor  in  our  computer  operates  at  approximately  a 
million  ciock  cycles  a  second.  A  millionth  of  a  second  is  equal  to 
one  micro-second.  Depending  upon  the  instruction  the  computer 
is  executing  it  will  usually  take  a  couple  of  clock  cycles  per  in- 
struction in  machine  language  to  complete. 

The  dynamic  RAM  chip  operates  in  nano-seconds,  billionth  of 
a  second.  The  chip  is  also  veiy  critical  about  timing.  Naturally 
with  our  computer  operating  in  micro-seconds  and  doing  all  the 
work,  some  of  the  data  can  become  corrupted.  This  coiTuption 
takes  the  foiTn  of  image  resolution  degi'adation  and  unstabte- 


ness.  Of  course  we  will  attempt  to  keep  this  to  a  minimum. 

Next  Month 

Next  month  we  will  get  our  hands  dirtj'  putting  the  camera 
together.  We  will  go  through  lens  type  and  selection  for  the  cam- 
era. I'm  still  trying  vaiious  lenses  to  find  one  that  gives  the  best 
overall  performance.  In  the  meantime  you  may  want  to  order  a 
catalogue  fittm  Edmund  Scientific  where  we  will  be  pmrhasing 
the  lens.  There  will  also  be  some  screen  photos  from  the  camera 
so  you  can  see  the  resolution  of  the  system.  If  you  should  decide 
to  purchase  the  camera  chip  in  prepai'ation,  please  note  that  the 
chip  will  be  shipped  in  a  plastic  electrostatic  sheath.  Do  not  re- 
move the  chip  until  you  are  ready  to  use  it.  This  chip  is  sensitive 
to  electrostatic  dischai'ge,  and  you  could  nun  the  chip  by  han- 
dling it.  If  you  should  remove  the  chip  put  it  in  electi-o-conduc- 
tive  foam  (sold  at  Radio  Shack),  or  place  in  on  aluminum  foil. 
The  idea  is  to  tiy  to  keep  all  pins  at  the  same  potential  either  in 
the  foam  or  resting  on  the  foil,  to  keep  it  safe  fitim  static.  Best 
yet,  leave  it  in  the  package  till  you're  ready  to  use  it. 

Edmund  Scientific 
101  E.  Gloucester  Pike 
Harrington,  NJ  08007 
(609)-547-3488 

Images  Company 

PO  Box  313 

Jamaica,  NY  11419 

Order  chip  ftI-16  DRAM 

$32.00  including  shipping  and  handhng  Q 
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"Commodore's  Microcomputers  fm^cMm,  iridependent 

RevieM/ers,  Rated  tife  account/-  — 

i  #1  in  Preference"  —  for  Commodore  128™  ProductMty" 


SINGLE  PROGRAM  ACCOUNTING  SYSTEM  for  General 
Ledger,  Payroll,  Accounts  Receivable,  and  Accounts 
Payable.  Suitable  for  most  all  Small  Businesses. 
PRESET,  but  chongeable,  G/L  Accounts  for  innmediate 
setup  and  operation.  Financial  Statements  are  pro- 
fessionally designed  including  a  Balance  Sheet  and 
Income  Statement  Also  included  is  a  General  Ledger 
Detail,  Check  Register  Detail,  and  a  standard  Debit/ 
Credit  styled  Journal 

INDEPENDENT  A/R  AND  A/P  sections  for  posting  ease. 
■    Prints  Aging  Schedules,  Customer 
Statements  and  Check  Vouchers, 
MAINTAINS  100  Payroll  Records  utilizing  6 
:  deductions,  Prints  Paychecks  &  figures  Tax 
Requirements. 

NOT  Copy-Protected 
Full  Replacement  Warranty. 

Suggested  Retail  Price  $149.95 
:   See  Your  Commodore  Dealer  for  Fall  Specials 


KFS 


SOFTWARE,  INC. 


P.O.  Box  107  •  Largo,  FL  34649-0107 
Piione:  813/584-2355 
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TECHNICAL  TIPS" 


SmaU  DOS 

For  the  Commodore  64  or  VIC-20  and 

any  disk  drive. 

Small  DOS 

Why  would  anyone  want  or  need  a  new  disk  wedge  for  the  64? 

After  all,  DOS  5.1  is  piwided  on  the  'Itst^Demo  disk  which 
comes  with  the  1541  or  1571  disk  drive.  Unfortunately,  large 
machine  language  programs  such  as  sprite  designers,  character 
editors,  high-resolution  animation  and  window  utilities  veiy  of- 
ten intrude  into  the  memor\'  area  normally  occupied  by  DOS 
5,1.  Knowing  how  tedious  disk  access  can  be  without  the  wedge, 
especially  during  program  development,  I  sought  a  solution  to 
this  conflict.  If  you  possess  the  TesfDemo  disk  you  already  have 
part  of  the  solution. 

Quick  Method 

Tlu-n  on  youi-  64  or  128  in  64  mode.  Load  and  run  the  64 
Wedge  if  you  v\ish.  but  do  not  nin  any  progi'am  that  raises  the 
beginning  of  BASIC  progi-am  space.  From  the  Tfest'Demo  disk 
load  "VIC-20  WEDGE".  If  you  type  LIST,  you  will  see  a  short 
BASIC  program.  What  you  do  not  see  is  the  machine  language 
attached  to  the  end  of  the  BASIC  portion.  WTien  the  program 
was  originally  saved,  the  end  of  the  pragi-am  pointer  was  set  ar- 
tificially high  to  include  the  ML.  As  a  result  the  BASIC  and  ML 
load  all  at  once.  Such  progi'ams  are  sometimes  called  "hybrids." 
Make  no  changes  to  the  BASIC  pragi'am. 
In  direct  mode.  perfoiTn  the  following  pokes: 
POKE  2582, 164:POKE  2687.  22:POKE  2693. 22 
POKE  2778, 189:POKE  2847, 123:POKE  2848, 227 
These  pokes  modify  the  \^C  wedge  to  i\m  on  a  64  but  don't 
run  it  yet.  Save  the  program  to  disk  with  the  name  "QD64".  If 
DOS  5.1  is  working,  disable  it  with  the  "Quit"  command,  (<i  Q.  If 
you  now  t)^^  RUN,  the  modified  wedge  will  be  installed  at  the 
top  of  BASIC  memoiy  and  the  screen  displays  the  commands 
that  are  available.  Several  commands  of  DOS  5.1  are  missing, 
notably  SAVT:  (back-anwi  and  LOAD  &  RUN  (  |  i.  This  is  not 
too  serious  as  you  can  still  use  the  normal  SAVE  command,  lb 
load  and  lam  in  one  step,  type  LOAD  "progi-am  name",  8  and  in- 
stead of  pressing  RETURN.  t\T)e  a  colon( :  i  and  press  SHIFF  and 
RUN/STOP  together.  The  computer  will  print  LOAD  after  the 
colon,  a  caniage  return,  the  SEARCHING  FOR...  and  LOAD- 
ING messages,  and  the  program  will  mn  when  the  load  is  com- 
pleted. 

However,  this  wedge  also  lacks  a  non-relocating  load  C/f  I,  sup- 
ports only  one  diive  i  no  (ti  #n),  and  cannot  easily  be  disabled  (no 
(«  Q).  Yoii  could  deactivate  the  wedge  with  SYS58303.  This  re- 
stores the  CHRGET  routine  to  its  original  condition  and  resets 
the  top  of  memon'  pointer-s.  To  regain  the  wedge,  you  would 
have  to  load  and  nin  QD64  all  over  again  as  there  is  no  SYS 
available  to  re-enable  it, 

The  New  Wedge 

lb  implement  the  missing  commands  on  the  new  w'edge,  it 
will  be  necessaiy  to  add  more  machine  language  to  QD(y4.  The 
steps  to  accomplish  this  are  fairly  involved  but  once  done,  the  re- 
sult is  a  disk  wedge  for  the  64  with  neiuiv  all  the  commands  of 


by  Richard  Curcia 


DOS  5.1.  Small  DOS  is  half  the  size  of  DOS  5. 1  (hence  the 
name),  can  be  located  neaiij'  anywhere  in  RAM,  and  will  load 
and  run  like  a  BASIC  pragi-am.  A  VIC-20  version  with  these 
features  is  also  possible. 

Tb  begin,  on  the  64  t.\TK  in  and  save  Piiogi-am  1.  \TC  users 
should  first  install  any  si7,e  memory  expander  and  enter  Pro- 
gram 1  with  the  modified  lines  listed  in  Progi'am  2.  Next,  tj'pe 
in  Program  3.  This  will  be  the  BASIC  portion  of  the  hybrid  we 
will  civate  later.  Program  3  is  the  same  foi-  the  64  and  VIC-20 
except  for  line  505,  which  VIC  users  should  change  as  follows: 

505  IF  DS<1024  OR  DS>32256  AND  DS<40960  OR 
DS>48640  THEN  PRINT'ILLEGAL  .4DDRESS":END 

Save  Program  3  with  the  name  'TEMP.BAS". 

TUm  off  and  on  your  computer  to  reset  it.  VIC-20  users  should 
load  and  run  the  \^C  wedge.  64. users  should  mn  QD64  created 
earlier.  In  dii-ect  mode  t3-pe  PRINT  PEEK(55i  -.PEEKiSe)  and 
write  down  the  two  numbere  the  computer  prints.  Enter  SYS 
58303  on  the  64,  or  SYS  58308  on  the  \TC-20.  This  disables  the 
wedge  as  described  earlier.  Ignore  the  SYNTAX  ERROR  that 
results  and  immediately  POKE  the  two  number's  obtained  earli- 
er back  into  locations  55  and  56,  followed  by  CLR.  Laad  and  run 
Program  1.  The  program  peeks  the  top  of  memoiy  to  be  sure 
that  the  wedge  is  in  memoiy.  It  then  peeks  CHRGET  to  be  cer- 
tain that  the  wedge  is  disabled.  The  wedge  cannot  be  modified 
while  it  is  active.  The  top  of  memor\'  is  again  lowei-ed  to  accom- 
modate the  extra  ML  that  is  poked  in  just  below  the  wedge.  The 
program  performs  several  checksums  on  the  data  statements 
and  the  resulting  ML,  If  all  is  coirect.  the  progi-am  then  saves 
the  machine  language  with  the  name  "SD.ML".  You  may 
change  the  name  by  changing  the  vaiiable  N$  in  line  308. 

The  Hybrid 

One  of  the  commands  that  Commodore  disk  drives  respond  to 
is  COPY.  Its  form  is  "C:new  file  =  old  file".  This  creates  a  copy  of 
a  file  on  a  disk  with  a  new  name  on  the  same  disk.  A  little 
known  use  for  this  command  is  to  combine  or  concatenate  files. 
It  is  mainly  used  for  SEQuential  and  other  data  files  but  can 
also  be  used  for  PRG  i progi'am,)  files.  With  the  disk  containing 
both  SD.ML  and  TEMP.BAS  in  the  diive,  type  OPEN  15,8,15, 
"C:SDOS64=TEMP.BAS.SD.ML":CLOSE  15  <RETURN>. 
The  two  old  names  should  be  the  names  of  the  programs  saved 
pre\iously,  sepai'ated  by  a  comma.  \TC  usere  should  substitute 
SDOSV  for  the  new  filename.  A  new  PRG  file  will  be  wiitten  on 
the  disk  combining  the  BASIC  program  'TEMRBAS"  with  the 
ML  progi'am  "SD.ML".  The  files  are  combined  in  the  order  in 
which  they  appear  after  the  "equal"  sign.  Up  to  four  files  can  be 
combined  in  this  manner  but  this  is  not  an  APPEND  command. 
This  method  cannot  be  used  to  combine  BASIC  programs, 
though  further  investigation  may  reveal  other  uses. 

Once  again  turn  off  and  on  your-  computer.  Load  SDOS64  or 
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SDOS/V  just  as  if  it  were  a  BASIC  progi-am,  which  it  partially 
is.  When  run,  the  program  asks  if  the  wedge  is  to  be  installed  at 
the  top  of  memoiy.  Pi-essing  "Y"  causes  the  progi'am  to  SYS  to 
the  addi-ess  represented  by  the  variable  CA.  The  machine  lan- 
guage at  this  point  lowei-s  the  top  of  memoi^'  pointer  by  512 
bytes,  and  moves  the  main  machine  language  into  the  space  cre- 
ated. Typing  any  letter  other  than  "Y"  results  in  the  program 
asking  "WHERE?".  Enter  the  addi-ess  at  which  you  want  Small 
DOS  installed.  The  progi-am  peifoiTns  a  limited  check  of  wheth- 
er the  address  selected  is  a  valid  location  and  will  not  allow 
Small  DOS  to  be  placed  in  an  area  occupied  by  ROM  or  LO  (in- 
putbutput).  The  values  in  line  505  of  program  3  represent  all 
RAM  with  sufficient  space  to  hold  Small  DOS  (512  brtesi.  Some 
locations  may  require  that  the  sci'een  fu'st  be  moved  to  some 
other  location  or  the  start  of  BASIC  raised.  On  the  \1C,  be  cer- 
tain that  RAM  is  installed  at  the  addre.ss  selected.  The  progr-am 
will  [Jeifomi  the  appropriate  SYS  to  install  the  wedge,  without 
lowering  the  top  of  memoiy  pointer,  and  print  the  range  of  mem- 
ory it  occupies.  The  progi-am  NEWs  itself  and  uses  the  ''dynamic 
keyboaixl"  method  to  press  RETURN  on  a  SYS  statement  to  en- 
able Small  DOS.  Make  a  note  of  the  SYS  addi-ess  so  that  Small 
DOS  can  be  re-enabled  tifter  di.stibling  it  with  ("  Q. 

The  following  is  a  summaiy  of  Small  DOS  commands,  All 
commands  work  in  direct  mode  only. 
Directory  f«$ 

Display  drive  status  (a 

Send  command  (» command 

Examples:  (n  S:filename(scratcties  a  lite) 

(a  R:new  name  +  old name( renames  a 
file) 
Load  BASIC  program  /program  name 

Load  a  binary  file  %program  name 

Save  a  BASIC  program  (back-arrow)program  name 

Change  default  drive  («  #n  where  n  =  8  or  9 

Disable  Small  DOS  fn  Q 

As  you  can  see.  Small  DOS  uses  the  same  syntax  as  DOS  5.1 
and  only  the  Ijoad  &  Run  (  ]  i  command  is  missing.  The  gi'eater- 
than  symbol  I  >)  is  no  longer  interchangeable  with  (a .  Wild 
cards  and  pattern  matching  are  peiTnitted.  R-essing  the  space 
bar  pauses  and  continues  the  dii-ectoiy  listing,  and  RLW'STOP 
terminates  it.  ^Tien  Small  DOS  is  firet  enabled,  the  commands 
are  directed  to  drive  S.  This  can  be  changed  with  the  command 
Ca  9,  Only  drives  8  or  9  are  permitted.  Attempting  to  load  a  BA- 
SIC program  not  on  the  disk  will  result  in  the  BASIC  entir  mes- 
sage, LOAD  ERROR.  The  diives'  busy  light  will  be  flashing  and 
typing  <RETURN>  will  display  the  DOS  message  FILE  NOT 
FOUND.  En-ors  during  a  binar>'  load  i^  i  will  automatically 


Before  (\pin(!  Ihr>  pnigfim.  read  Ihm  lo  Knlcr  Pnijitani'.'  jnd  •How  u>  l«-  [he  Mas«ini.- 
Entry  Program."  ITic  BASIC  progfims  In  this  magj/ini-  irc  auilablc  on  disk  Irom  loadstar. 
P.O.  Box  50007.  Shfcrepoft.  LA  -fl  1 JIMI007.  I  BOO-831  -26(14. 

Program  1 

5  REM  —  SMALL  DOS  GENERATOR  ' BXMJ 

6  REM  C-64  VERSION  'BRGI 

10  TB=PEEK(55) +256*PEEK(56) 

:NT=TB-333'HVHG 

12  IF    PEEK(TB  +  1)  O230    THEN 
PRIi^T"WEDGE    NOT    IN    MEMORY"  :  END  '  IJML 

13  IF    PEEK(115)=76    THEN    PRINT"WEDGE 
STILL    ACTIVE":END'GICK 

14  NH=INTCNT/256)  :  NL=NT-256*b)H  '  GTKJ 


read  the  drive  status  and  print  the  eiTor  nies.sage.  SAVE  (back- 
anwv)  always  displays  the  drive  status. 

Compatibilitv  and  Precautions 

Like  DOS  S.l'and  the  VIC  wedge.  Small  DOS  "wedges"  itself 
into  the  CHRGET  routine  and  intercepts  the  special  characters 
'  that  begin  each  wedge  command.  This  is  an  a.spect  of  compati- 
bility in  addition  to  the  actual  memory  locations  that  programs 
occupy.  Small  DOS  has  been  tested  and  found  to  be  compatible 
with  a  number  of  programs  which  also  modify  CHRGET  to  rec- 
,  ognize  new  commands.  As  long  as  modifications  are  made  at  dif- 
'  ferent  locations,  two  wedges  can  function  together  Small  DOS 
'  altei-s  CHRGET  at  a  different  point  than  DOS  5.1  would.  From 
this  we  can  infer  that  any  wedge  that  cannot  co-exist  with  DOS 
,  5.1  due  to  modification  of  CHRGET  will  probably  fianction  with 
Small  DOS.  if  youi-  computer  doesn't  "lock-up"  when  Small  DOS 
and  another  wedge  ai-e  enabled,  the  two  programs  are  probably 
compatible.  If  you  have  any  doubts,  experiment  with  an  unim- 
poitant  disk.  Progi-ams  cannot  hann  youi'  computer,  but  files  on 
disk  can  be  lost,  usually  forever. 

Because  of  the  \TC-20's  \-ar\ing  memor>'  size,  the  \^C  wedge, 
on  which  Small  DOS  is  based,  is  designed  to  locate  itself  to  the 
top  of  memoty  —  wherever  that  may  be.  This  makes  the  new 
wedge  completely  relocateable.  On  a  VIC-20,  in  addition  to  the 
top  of  memorj',  Small  DOS  can  be  located  in  RAM  installed  in 
the  8K  space  at  Block  5.  Oi-.  if  8K  is  added  to  BASIC  and  a  3K 
expander  is  also  installeti.  Small  DOS  can  be  placed  in  the  3K 
without  any  loss  of  BASIC  progi-am  space.  Small  DOS  will  oper- 
ate on  an  unexpanded  \1C.  but  BASIC  will  lose  512  b}tes. 
Small  DOS  can  be  placed  an,v%vhere  in  RAM  on  a  64.  Note  that 
some  machine  language  progi-ams  should  be  instiilled  before  in- 
stalling Small  DOS  at  the  top  of  memoiy.  Likewise,  Small  DOS 
should  be  disabled  before  installing  a  program  that  will  over- 
write it. 

Unlike  the  BASIC  portion  of  the  original  VIC-20  wedge, 
which  detei-mines  the  proper  SYS  addi-e^  by  calculating  fi-om 
the  start  of  the  progi'am.  Small  DOS  finds  the  appropriate  ad- 
dress by  subtracting  the  length  of  the  ML  from  the  end  of  pro- 
gi-am  pointer  (line  100  in  Pi-ogi'am  3).  This  simplifies  mattere  if 
you  want  to  customize  the  B.A.SIC  portion.  For  example,  if  you 
always  want  Small  DOS  installed  at  the  top  of  memoiy^  lines 
100, 140, 400, 410,  and  415  of  Program  3  ai-e  all  that  are  needed. 
Or,  if  you  want  to  display  the  commands  that  are  available, 
PRINT  statements  can  be  added  between  lines  140  and  400. 
However,  any  changes  must  be  made  before  combining  the  BA- 
SIC and  ML  progi-ams.  Editing  the  BASIC  program  after  the 
ML  has  been  attached  to  it  will  comipt  the  ML.  Q 

15  REM  MAKE  SPACE  FOR  ADDED  ML 

"BAXI 

16  POKE  51,NL:P0KE  52,NH:POKE  55, NL 
:POKE  56,NH'EXMK 

100  S=NT:T1=0:SE=1'DLCY 
102  PRINT"CHECKING  DATA 
STATEMENTS.  .  .'"BARE 
105  READ  D:IF  D=-l  THEN  120'FHFE 
110  POKE  S,D:S=S+1:T1=T1+D 

:GOTO  105'GREE 
120  IF  T1O8905  THEN  500'EJIB 
130  S=NT+128:T2=0:SE=2'EORE 
135  READ  D:IF  D=-l  THEN  145'FHMH 
140  POKE  S,D:S=S+1:T2=T2+D 

:GOT0    135'GRJH  Conlinuedonpg.114 
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Instant  Term 

A  mini-terminal  program 
for  the  Commodore  64 

While  computing,  have  you  ever  an- 
swered the  telephone  only  to  hear 
the  familiar  sound  of  a  computer  modem? 
If  you  have  a  modem,  and  use  it,  sooner  or 
later  the  word  will  get  out.  With  only  sec- 
onds to  act,  you  seaix;h  fi'antically  for  your 
terminal  software.  After  finally  getting 
yoLU'  tenninal  operating,  you  realize  that 
not  only  has  the  caller  hung  up.  but  in 
yom-  haste  the  program  or  job  you  were 
originally  working  on  was  lost.  Some 
might  say  that  the  answer  to  this  problem 
would  be  to  buy  a  "multitasking"  comput- 
er. An  expensive  solution  to  say  the  veiy 
least.  As  you've  already  sunnised.  howev- 
er, there  is  another  solution.  Fortunately, 
it  costs  much  less.  In  fact,  it's  free. 

The  accompanying  program.  Instant 
TeiTTi,  is  a  machine  language  mini-temii- 
na!  progi-;mi  foi"  the  Commodore  64.  It  is 
inten-upt-di-i\'en.  RAM  resident,  and 
transpai^nt  to  yom-  other  programs.  It 
waits  silently  in  the  background  and  is  ac- 
cessed by  a  single  keystroke  fixim  either 
the  direct  or  progi'am  mode.  It  may  even 
be  used  while  mnning  another  progi'am 
that  uses  alternate  or  hi-res  sei^eens  and 
sprites.  After  yom'  communication  is 
done,  the  progi'am  will  return  you  to 
wherever  you  left  off. 

Using  The  Progi-am 

Type  in  and  save  the  BASIC  loader  pro- 
gram. When  you  mn  this  program,  it  vsil! 
poke  the  machine  language  into  fi'ee 
RAM  at  49152  (SCOOO)  and  I'edii'ect  the 
hai'dwai-e  interrupt  vector  to  point  to  a 
new  IRQ  routine.  Instant  Term  remains  in 
memoiy,  waiting  to  be  called  upon  for  in- 
stant telecommunications.  In  oi'der  to  en- 
ter the  terminal  fittm  either  progi'am  or 
dir-ect  mode,  press  the  CTRL-A  key. 

Upon  entering  the  terminal,  you  will  be 
presented  with  a  menu  sci-een  showing 
the  default  system  parametei-s.  These  ai-e: 
300  baud,  an  8-bit  woi-d  length,  1-stop  bit. 


aT  BAXTER 


ftill  duplex,  and  no  paritj'.  You  will  be 
asked  to,  "Accept  these  presets?  (Yor  N)". 
Selecting  the  default  parameters  will 
place  you  directly  into  the  terminal  mode, 
otherwise  you  will  be  ofiei'ed  optional  set- 
tings for  each  pai'ameter.  The  parameter 
and  options  aJ^e: 


1.  Bajdrate 

-300  or  1200 

2.  Word  length 

-  7  or  8  data  bits 

3.  Stop  bits 

■lor2 

4.  Duplex 

-  full  tialf 

5.  Parity 

-  off,  odd.  even, 

mark,  space 

The  popular  full-duplex  protocol  speci- 
fies that  chai'actei-s  typed  on  the  keyboai-d 
are  transmitted  and  then  echoed  back  to 
the  screen  by  the  host  computer.  Half- 
duplex  allows  chai'actei's  to  be  printed 
dii^tly  to  the  screen  fixim  your  keyboard. 
While  in  the  tenninal  mode,  the  F3  key 
will  toggle  the  duplex  setting  and  the  F5 
key  will  return  you  to  the  menu.  Y'bu  may 
cleai'  the  screen  by  pressing  the  shifted 
CLR/HOME  key.  Pi-essing  the  F7  key 
from  the  menu  will  retura  control  to  BA- 
SIC and'or  the  program  on  hold. 

This  terminal  progi'am  transmits  all 
standard  ASCII  chai'acter  and  conti-ol 
codes.  Tlie  control  codes  1  to  27  may  be 
sent  by  holding  down  the  CTRL  key  and 
pressing  the  equivalent  character  keys,  A 
to  Z.  For  e.xample,  CompuSeiTe  i-equires  a 
CTRL-C,  or  chr$(3l,  for  sign-on.  The 
XON/XOFF  protocol  that  is  used  to  tem- 
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porarily  suspend  character  transmission 
uses  CTRI^Q,  ch2'$(17),  and  CTRL-S, 
ch]'$(18l.  respectively  XOFF  tells  the  host 
computer  to  stop  sending  infoiTnation  and 
XON  tells  it  to  resume.  Another  code  that 
is  used  fi'equently  is  ESCAPE,  or 
chr$(27),  which  is  generated  by  the  CTRL 
and  semicolon  keys.  All  received  charac- 
ters are  validated  and  then  converted  into 
Commodore  ASCII  and  sent  to  the  screen. 

The  new  intenoipt  routine  can  be 
deactivated  with  the  RUN/STOP  and 
RESTORE  kevs  and  started  with  a  SYS 
49152,  The  phrase,  "INSTANT  TERM!"  is 
printed  on  the  screen  each  time  the  rou- 
tine is  reactivated. 

About  the  Program 

Instant  Tferm  resides  in  fi'ee  RAM  fi'om 
$COO0  to  $C725.  A  new  IRQ  routine  looks 
for  the  CTRL  and  "A"  keys  to  be  pressed 
simultaneously.  When  this  combination 
occm-s,  the  progi'am  tm-ns  off  any  sprites 
and  stores  zero  page,  color  RAM,  and  all 
pertinent  details  of  the  curi'ent  operating 
emironment  under  the  BASIC  ROM  at 
$A400.  The  BASIC  ROM  chip  is  switched 
out,  the  video  chip  is  switched  to  bank  2, 
and  screen  RAM  is  relocated  to  an  alter- 
nate screen  location  at  40960  ($A000). 
After  opening  the  RS-232  channel,  both  of 
the  Kemal  bufTei-s  are  relocated  to  a  posi- 
tion under  the  BASIC  ROM  at  $A900- 
$AAFF,  allowing  vour  programs  to  use  all 
of  BASIC  RAM.  The  ASCR  and  CBM 
chai'acter  translations  ai-e  handled  very 
easily  with  two  256  b}i:e  tables,  one  for  re- 
ceive and  one  for  transmit.  After  leaving 
the  terminal,  the  operating  environment 
is  put  back  exactly  the  way  it  was.  If  a  pro- 
gram was  in  pixjgi-ess,  it  will  then  contin- 
ue without  mi.ssing  a  bj^te. 

Yes,  there  ai-e  computere,  such  as  the 
Amiga,  which  can  do  more  than  one  job  at 
a  time.  However,  in  some  situations  the 
trusty  64  can  do  almost  as  well,  by  placing 
one  job  on  hold  and  doing  another  Per- 
haps the  same  way  the  human  mind 
would  do  it;  multitasking,  one  task  at  a 
time.  Anj-way.  now  that  we  have  Instant 
Term  I  would  like  to  ask,  "Can  we  talkT'g 


Brfnrf  typing  ihis  program,  read  "Hmv  tii  EnliT  ProsNms"  and  "Hmv  lo  I'st  tht-  Mijji'inc 
Eniry  Program."  The  UA.SIC  programs  in  this  inigai^iin'  arc  available  on  disk  fnrni  Loadstar, 
P.O.  ili>x  .MOO".  Shrtvtpori,  U  "1130-00(r.  l■800■H.^I-2(l5l^. 

Instant  Term 

10  PRINT"READING  DATA..." 
:PRINT  SPCC51) :ML=49152 
:FOR  1=0  TO  1294'HTFJ 


20 


25 
30 

40 


READ  BY: IP  BY>255  THEN 

PRINT "ERROR.  LINE "1000+1 NT (1/16) 

:END' JSKK 

POKE    iML-H,BY:CK=CK-i-By:NEXT'FORJ 
IF    CKO140658    THEN    PRINT"DATA 
ERROR!":END'GJGH 
F=50469:T=50725:FOR    1=0    TO    511 
___^ Coiilin  ued  on  pg,  120 
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CC/HIPILTIEIC  YIICIE     wokp-uc^nk^iu^... 

Z4je*i>  A  Bcnoocfe  QoH,  Qaick  *7«4e  £fu/Ut  Off  QuuH<f> 


1-800-331-7054 
1-800-233-6345 


BoffUtMinA  VcUue^  lip,  *7ft  80%  OMcfUud  WkoUiaU Pnlce^. 


ENTERTAINMENT 

ZORK  TRILOGY 

ZORKI 

ZORK  II 

ZORK  III 

SUSPENDED 

DEADLINE 

STARCROSS 

DAVE  WINFIELDS'  BAHER-UP 

MINNESOTA  FATS' 

POOL  CHALLENGE 
TOP  GUN 
RAMBO 
FROGGER 
COSMIC  TUNNEL 
DINO  EGGS 
GRIDRUNNER 
GRABBIT  FACTORY 
FRENZY  FLIP  FLOP 
FROGGER 

EDUCATIONAL 

EASY  LESSON 
TYPE  WRITE 
JACK  AHACK 
MUSIC  COMPOSER 
EDUCATIONAL  PACK 

HISTORY 

SCIENCE 

ENGLISH 
MATH 

GRAPHICS  BASIC 
SAT.  ENGLISH 
SAT.  MATH 
TECHNOLOGY 
LOGO 
SIMON'S  BASIC 

PRODUCTIVITY  &  BUSINESS 

ACCOUNTS  RECEIVABLE 

ACCOUNTS  PAYABLE 

GENERAL  LEDGER 

JANE  (128  ONLY) 

EASY  FINANCE 

EASY  MAIL 

EASY  SCRIPT 

EASY  SPELL 

WORD  PRO  III  w/SPELL 


S14.77 
6.77 
6.77 
6.77 
6.77 
6.77 
6.77 
4.77 

4.77 
7.77 
7.77 
7.77 
4.77 
1.77 
4.77 
2.77 
3.77 
7.77 


2.77 
4.77 
2.77 
4.77 


17.77 
7.77 
7.77 

17.77 
4.77 

19.77 

14.77 


14.77 

14.77 

14.77 

17.77 

2.77 

6.77 

12.77 

7.77 

19.77 


wicc  J€y$Ticr$ 


BLACK  MAX 
THE  BOSS 
THE  BAT 
THREE  WAY 


7.77 

8.77 

13.77 

17.77 


PLIJ$4S€fT>VACE 


FINANCIAL  ADVISOR 

NEXT  LETTERS 

SUSPENDED 

INVENTORY  MANAGEMENT 

PERSONAL  FINANCE 

LOGO 

RETAIL  MANAGEMENT 

WHOLESALE  MANAGEMENT 

PLANETFALL 

MONEY  DECISIONS 

STARCROSS 

PROFESSIONAL  SERVICES 

GENERAL  LEDGER 

BUSINESS  MANAGER 

ACCOUNTS  PAYABLE 

PAYROLL 

ACCOUNTS  RECEIVABLE 

CONSTRUCTION  INDUSTRY 

HITCHHIKER 

SUSPECT 

ZORK  II 

ZORK  III 

CUnHROATS 

MAINTENANCE  INDUSTRY 


WAS 
$19.90 
12.90 
14.90 
36.90 
17.90 
34.90 
34.90 
34.90 
14.90 
19.90 
17.90 
34.90 
30.00 
30.00 
30.00 
30.00 
30.00 
34.90 
19.90 
14.90 
9.90 
12.90 
17.90 
35.90 


NOW 

$  7.77 

6.77 

7.77 

19.77 

7.77 

29.90 

12.77 

12.77 

6.77 

7.67 

7.77 

7.77 

19.77 

7,77 

12.77 

12.77 

12.77 

7.77 

7.77 

7.77 

4.77 

6.77 

7.77 

9.77 


•  Two  Color 

•  40  Column 

•  Prints  Graphics  and  Text 


S4990 


C64  /  016  /  PLUS  4  /  128  /  1260 


Shipping  and  Handling  M"° 


PLUS  \4r   /cie  J€y$Ticr: 

$^290 


•  4  Fire  Buttons 

•  Durable  ConstTuctlon 

•  Suction  Cup  Base 

JOYSTICK 

DeSuKe  cosmelk;  Robust  consTnjcTion  Jovsttck  Comfoilable  ruo(je<J  rtoixl  gnp.  S- 
DirecTicnai  control,  will  autofT>aticaiJv  come  bock  ro  the  cefilet  wtidn  you  lef  it  free. 
Heavv  duty  boje  with  stronfl/siobili^jng  suclion  cups.  Four  nigtilv  aonsitive,  lig  w  f  oucti 
fi/e  SutTons  Two  fire  buttons  on  hecw  OutV  Doie  Oin©r  two  fire  buttons  on  control 
rionQle  Exifo  itronp,  riigh  conductivitv  leoK  fvpo  d tree tioAo/ lire  coniocts  M  built  in. 
Auto  and  quick  fire  electronic  Circuit  included 


BMX  RACER 
SLUGGER  (BASEBALL) 
ELEKTRAGLIDE 
HOLY  GRAIL 
BLACK  CRYSTAL 
LASTVe 
BROADSTREET 
NINJA 


GOLDEN  TALISMEN 
SPEED  KING 
MASTER  OF  MAGIC 
SKY  JET 
ACTION  BIKER 
SPACE  HUNTER 
FINDERS  KEEPERS 
INSTANT    RECAL 


5  A  SLIDE  SOCCER 
VIDEO  POKER 
CHILLER 
KICKSTART 


LEARN  •  DISCOVER  •  EXPLORE 

All  your  computer  has  to  offer  with  Commodore  Magazine 


*—*rr  "i^  S^varz  n  f?l. 


pi^OGRAWlbTORftRTYBY^ 
HowtoBuiid    „ 

■  Light  Tratisducef^  W 

■  Heat  Transducers  ^" 

•  Ibxic  Gas  Detector    ^ 

•  Btofeedbacli  Monitor 


mM 


Each  month  Commodore  Magazine  brings  you  FREE  programs,  pre-tested  and  ready  to 
use.  You'll  get  the  latest  games  plus  practical  programs  for  home  and  business  applications, 
tutorials,  graphics,  music  and  more/all  with  easy  to  understand  instructions. 

Subscribe  or  renew  your  subscription  now  at  the  low  rate  of  S1 9.95  and  we'll  send  you  a  full 
year  of  Commodore  Magazine  (12  issues). 

To  order  call  toll  free  800-345-8112. 


C^  Commodore^ 

WHEN  YOU  BUY  A  COMMODORE  COMPUTER,  YOU 

AUTOMATICALLY  RECEIVE  OUR  LATEST  COMMODORE  OR 

COMMODORE-AMIGA  BUYERS'  GUIDE. 


^1  S5""'^odorG 

AMIGA 


Published  under  the  auspices  of  Commodore  Magazine,  the  third  printing  of  the 
Commodore  Buyers'  Guide  includes  over  125  Peripherals,  Accessories  and  Software 
Programs  from  more  than  55  Contributing  Companies. 

The  Amiga  book  also  has  a  25  page  Product  Directory,  an  extra  guide  to  Productivity, 
Education,  Entertainment,  as  well  as  Desktop  Publishing,  Programming  Tools  and 
Graphics.  Many  new  programs  are  now  available  for  the  Amiga  500  and  the 
Amiga  2000. 

If  you  already  own  a  Commodore  computer  and  would  like  to  get  your  copy  of  the 
latest  version  of  the  Commodore  or  Amiga  guide,  pick  one  up  at  your  Commodore 
Dealer^s  Store. 
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The  Law  of 
Privacy  and 
Computer 
Bulletin 
Boards 

Walking  the 
Constitutional  Tightrope 

Current  lej^slation  and  pendinij 
bills  are  setting  joiidelines  for 
BBS  operdtore  and  usei-s.  Are 
they  protecting  us  or  skirting  the 
First  Amendment?  Here's  an 
inside  look  at  this  intriguing 
topic. 


Attorney  Julian  Millstein  of  Brown, 
Raysman  and  Millstein  in  New  York, 
editor  of  Computer  Law  Strategist  ex- 
plains, "The  cycle  is  just  about  inesi table. 

'Tirst  comes  the  new  development  in 
high  tech,  then  the  opportunities  to  com- 
mit crimes  with  that  development  and  so 
the  need  for  goveiTunent  regulation.  But 
the  regulation  runs  smack  into  ancient 
and  traditional  legal  rights." 

A  typical  illustration:  computer  bulle- 
tin boards  (BBS's)  and  the  law  of  privacy. 

Attorney  Charles  McCoy,  Jr.,  of  Shep- 
pard,  Mullin,  Richter  &  Hampton  in  IJos 
Angeles,  who  has  written  and  lectured 
widely  on  this  cxjllision  course,  poses  it  as 
follows: 

"The  proliferation  and  misuse  of  com- 
puter bulletin  boaixls  have  made  regula- 
tion necessary.  Such  regulation  demands 
a  delicate  balance  between  existing  gov- 
ernmental authority  and  ensuinng  the 
rights  of  computer  bulletin  operatore  and 
patiT)ns.  Ahead  lies  the  challenge  of  walk- 
ing that  electiTonic  and  constitutional 
tightrope." 

To  appreciate  the  background  to  "walk- 
ing the  tightiupe,"  consider: 

Experts  estimate  the  existence  today  of 
at  least  5,000  BBS's,  transmitting  data  on 
issues  that  range  from  cycling  to  cooking, 
fkim  parapsychology'  to  politics,  With  a 
home  computer,  a  modem,  and  a  tele- 
phone, anyone  can  dial  and  connect  to  a 
BBS,  and  either  access  information  or 


Millstein  and  others  place 
the  nunnber  of 
"underground"  bulletin 
boards  at  20  percent,  about 
1,000  BBS's  devoted  to 
illegal  purposes. 

leave  messages  —  all  for  the  mere  price  of 
a  phone  call. 

In  turn,  the  potential  for  abuse  is  enor- 
mous. Millstein  and  others  place  the  num- 
ber of  "undergixfund"  bulletin  boaris  at  20 
percent,  about  1,000  BBS's  devoted  to  il- 
legal (or  at  least  unsavoiyl  puiiwses. 

As  well,  the  tools  of  the  thief  or  criminal 
have  changed.  Instead  of  the  pi-overbial 
wire,  glass  cutter,  bolt  breaker,  or  lock 
pick,  all  he  needs  is  a  home  computer,  mo- 
dem, and  telephone.  McCoy  notes  ironi- 
cally :  "A  criminal  can  sit  in  the  privacy  of 
his  home  or  office  and  go  to  work  just  like 
any  business  executive  or  administrative 
assistant." 

The  difference  in  such  "work.'"  though, 
is  that  the  criminal's  occupation  involves 
gaining  access  to  stolen  ci-edit  cai-d  files,  or 
facilitating  the  distinbution  of  ponio- 
gi-aphic  materials,  or  even  performing 
"cloak  and  dagger"  industrial  espionage 
through  the  reading  of  private  corpiorate 
computer  files.  Moiieove]-.  the  criminal 
also  has  the  capability  to  alter  the  infor- 
mation contained  in  any  of  these  files. 

Another  foiTti  of  mischief  is  known  as 
"phreaking"  — providing  access  codes  to 
computer  systems  or  stolen  ci'edit-card 
numbei-s.  Still  another  features  "sex  talk,'" 
or  child  molesters  exchanging  infonna- 
tion  about  their  victims.  Add  in  the  capac- 
ity to  enter  illegal  or  inaccurate  infoiTna- 
tion  into  "above-gixiund"  BBS's,  and  the 
setting  for  governmental  regulation  has 
been  squai-ely  posed.  Enter  Congiiess. 

Senator  Paul  Trible  of  Virginia  has  pro- 
posed a  bill  that  would  extend  criminal 


by  Herbert  Swartz 


liability  to  any  individual  who  knowingly 
transports  in  interetate  or  foreign  com- 
merce "any  obscene,  lewd,  lascivious,  or 
filthy  writing,  description,  picture  or  other 
matter  entered,  stored,  or  transmitted  by 
or  in  a  computer." 

Criminal  liability  in  the  bill  would  ex- 
tend also  to  whoever  "knowingly  owns,  of- 
fers, provides,  or  operates  any  computer 
program  or  system  or  service"  with  rea- 
sonable cause  to  believe  obscene  material 
is  being  transmitted;  and  to  the  use  of 
computer  networks  for  sexual  exploitation 
ofchild]-en. 

Legislation  has  already  been  passed 
(the  Computer  Fraud  and  Abuse  Act) 
which  makes  it  a  felony  for  BBS  operators 
to  list  passwords  to  computer  systems. 

But  what  about  the  First  Amendment 
—  the  law  of  privacy  in  the  right  to  say 
and  to  hear*  whatever  a  pei^n  wishes? 

As  McCoy  offers,  "the  imposition  of 
criminal  liability  would  chill  the  speech  of 
BBS  operatoi-s  who  might  choose  not  to 
run  their  bulletin  boai'ds  because  their 
systems  might  conttiin  undetected  illicit 
matter  Those  continuing  theu-  operations 
would  assume  the  additional  responsibil- 
ity of  scrutinizing  all  information  within 
their  systems.  This  is  already  a  substan- 
tial burden  for  some  operators.  The  fi-ee- 
doms  of  BBS  usei"s  would  likewise  be  re- 
stricted because  their  messages  would  in- 
evitably be  censored  thus  impairing  the 
free  flow  of  infonnation." 

Further  pixiblems  arise  as  one  recog- 
nizes that  the  freedom  of  privacy  does  not 
appear  in  the  Constitution;  the  law  of  pri- 
vacy is  a  creature  of  the  Supreme  Court  — 
growing  out  of  the  right  to  have  an  abor- 
tion, to  use  birth  control  devices,  or  to  read 
pornography  in  one's  living  room.  The 
home,  in  short,  is  the  key  —  off-limits  to 
the  intrusive  ami  of  government.  And  no 
less  off-limits  when  using  a  computer  at 
home.  Any  regulation  of  such  home  com- 
puter use,  opponents  to  legislarion  say,  is 
"Onvellian." 

However  though  a  man's  home  be  his 
private  legal  castle  for  reading  and  wiit- 
ing,  the  computer  dws  pose  a  different 
problem.  Printed  material  comes  to  rest  in 
the  home.  But  inlbiTnation  in  a  BBS  is  in 
the  process  of  electronic  transmission 
when  it  is  accessed  or  sent  out.  Unlike 
printed  material  in  the  home,  electronic 
material  enters  the  stream  of  commeiice. 

And  thus  the  tightrope.  For  the  Consti- 
Continuedunpg.  123 
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■    by  Jim  Gracely 


Amiga  500  A-Z 

The  Amiga  500  is  a  hard  machine  to  describe  in  words,  it's  really  a  machine  that 
you  need  to  watch  to  appreciate.  Regardless,  we've  tried  to  provide  an  overview 
of  this  exciting  new  computer.  And  what  iaetter  way  than  an  Amiga  500  A-Z. 


A 


B 


Amiga  500 

A  home  computer  based  on  the 
68000  microprocessor,  nmning  at  7.14 
MHz.  Standard  features  include  512K 
of  RAM,  a  built-in  3.5-inch  disk  drive  with 
an  880K  formatted  capacity,  a  ftill  96-key 
keyboard  with  numeric  keypad  and  sepa- 
rate block  power  supply  with  ON/OFF 
switch.  Bundled  software  includes  Work- 
bench, the  graphical  user  interface  and 
AmigaBASIC. 


Books 

lb  date  there  are  over  25  Amiga-spe- 
cific books  Usted  in  Books  In  Print.  This  is 
in  addition  to  the  many  books  published 
for  the  68000  microprocessor  and  on  the 
programming  languages  available  for  the 
Amiga.  Some  of  these  titles  include 
The  AmigaDOS  Manual  fipom  Bantam 
Books,  the  series  of  Amiga  reference  man- 
uals from  Addison- Wesley  and  the  Pro- 
grammer's Guide  to  the  Amiga  from  Sy- 
bex.  Check  your  local  libraiy  or  book  store 
for  other  titles. 


C 


cu 


In  addition  to  Workbench,  the 
graphical  user  interface,  the  Amiga  also 
has  a  powerful  Command  Line  Inter- 
preter (CLT).  The  CLI  accepts  typed  com- 
mand lines  and  executes  such  commands 
as  Format,  Dir,  List,  Newcli  and  Echo. 
You  can  have  multiple  CUs  running  and 
switch  between  them  as  you  would  any 
other  window.  Although  most  everything 
that  can  be  done  in  the  CLI  can  also  be  ac- 
complished from  Workbench,  some  com- 
mands allow  extra  options  when  used 
from  the  CLI. 


D 


Desktop  Pfesentetion 

This  is  a  new  application  name  which 
includes  any  kind  of  presentation,  or  pre- 
sentation materials  that  can  be  created  on 
your  computer.  In  addition  to  word  proces- 
sors, graphics  packages  and  spreadsheets, 
desktop  publishing  and  desktop  video  are 
important  parts  of  desktop  presentation. 
The  Amiga  500  is  a  very  capable  desktop 
presentation  computer  with  desktop  pub- 
lishing packages  such  as  PageSetter  from 
Gold  Disk,  City  Desk  from  MicroSearch 
and  Publisher  1000  from  Brown- Wagh 
and  desktop  video  packages  such  as  De- 
luxeVideo  friom  Electronic  Arts  and  Aegis 
Animator  and  Videoscape  3-D  from  Aegis. 
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Extras  Disk 

Along  with  the  Workbench  L2  disk 
included  with  the  Amiga  500,  you  also  get 
a  disk  called  "Extras."  This  disk  cantains 
AmigaBASIC,  and  utilities  for  copying 
between  5.25-inch  MS-DOS  formatted 
disks  and  3.5-inch  AmigaDOS  disks.  In 
addition,  a  drawer  called  TOOLS  contains 
a  number  of  useful  little  programs.  These 
include  MicroEmacs  (text  editor),  Fed 
(font  editor),  IconMei^e  for  making  joined 
icons  and  PM,  a  performance  monitor. 
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Future 

What  lies  ahead  for  the  Amiga  500? 
Well,  certainly  much  more  software.  Soft- 
ware publishers  like  Electronic  Arts  and 
Aegis  Development  Corporation  are  con- 
tinuing to  pump  out  software,  in  addition 
to  many  smaller  companies.  Hardware 
manufacturer's  like  C  Ltd.  have  afready 
announced  products  for  the  Amiga  500 
such  as  an  RGB  Adaptor  to  convert  RGB 
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analog  signals  to  standard  composite  so 
you  can  use  a  1702/18021902  monitor 
with  the  500.  Other  products  include  a 
Small  Computer  Systems  Interface  (SCSI 
pronounced  "skuzzj'"i  adaptor,  memory 
expansion  modules  and  a  Commodore  64 
emulator. 

Multitasking  is  the  ability  of 
the  computer  to  run  multiple 
programs  (or  tasks) 

simultaneously. 


£^  Keyboard 

M  Vlhe  Amiga  500  sports  a  full  96-key 
integral  keyboard  as  pait  of  the  basic 
package.  The  keyboard  has  an  IBM 
PCXTstj'le  layout  for  the  main  keyboard 
and  numeric  keypad.  In  addition,  there 
are  10  function  keys  and  an  inverted  "T" 
style  cursor  pad. 


L  Languages 
1 


G  Graphics 
The  Amiga  500  is  capable  of  truly 
stunning  graphics,  with  4096  colore  and 
four  graphics  modes  available.  In  the  two 
low-resolution  modes  (320X200  and 
320X4001  any  32  colors  out  of  the  palette 
of  4096  are  allowed.  In  the  two  high-reso- 
lution modes  ( 640X200  and  640X400),any 
16  colors  ai"e  available  out  of  the  same 
palette  of  4096  colors.  Although  the  Com- 
modore 64  also  has  16  colors,  the  ability  to 
pick  which  16  colors  you  want  to  work 
with  makes  a  big  difference. 
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Hardware 

Additional  Amiga  hardware  for  the 
Amiga  500  includes: 


A2002-23 


A501 


RGB  Analog  monitor  (also 
supports  RGBI  digital  and 
composite  video) 
512K  RAM  expansion 
unit  with  battery-backed 
clock/calendar 
External  3.5-inch  drive 
External  5.25-inch  drive 
(with  transformer) 
300/1200-baud  modem 


'  What's  your  choice?  BASIC,  Pascal, 
or  C?  These  are  just  three  of  the  many 
languages  available  on  the  Amiga  500. 
AmigaBASIC  by  Microsoft  is  bundled 
with  the  computer  and  is  a  very  powerfiil 
implementation.  Need  more?  Then  TVue 
BASIC  and  ABasiC  fit  the  bill.  Speed? 
A/C  BASIC  is  a  BASIC  compiler  for 
speeding  up  your  programs.  C  is  available 
from  two  sources  as  is  Modula-2  and  For- 
tran. UCSD  Pascal,  LISP  and  machine 
language  are  all  also  available. 

„/■>#  Multitasking 

J,  WM,  Although  this  is  a  hard  concept  to  un- 
derstand, you  can  rest  assured  that  the 
Amiga  family  of  computers  are  the  only 
personal  computers  that  provide  true 
multitasking  capabilities.  Multitasking  is 
the  ability  of  the  computer  to  run  multiple 
programs  (or  tasks)  simultaneously.  The 
net  result  is  that  you  can  have  a  terminal 
package,  a  word  processor  and  a  spread- 
sheet all  in  memory  and  all  running  at 
the  same  time. 


available.  These  are  programs  written  by 
Amiga  users  and  developers  that  they 
have  decided  to  give  away.  They  are  fully 
functional,  often  quite  useful  programs 
free  for  the  cost  of  a  disk.  Two  popular  se- 
ries of  disks  are  called  the  Fred  Fish  disks 
and  the  Amicus  disks.  The  Fish  series  is 

To  date  there  are  over  25 
Amiga  specific  books  listed 
in  Books  in  Print 

up  to  disk  number  88  (that's  88  880K 
disks  full  of  programs  or  77  megabytes  of 
programs  or  about  455  1541  disks  full). 
The  Amicus  series  adds  another  23  disks 
to  that  total. 
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A1010       — 
A1020       — 

A1680        — 

r,FF 

M.    The  Amiga  family  of  computers  is 
unique  in  that  they  have  adopted  a  stan 
dard  format  for  storing  files.  Regardless  if 
the  file  is  text,  graphics,  or  music,  almost 
any  Amiga  package  is  capable  of  using 
files  from  any  other  package.  This  means 
that  no  fancy  conversion  programs  are 
necessary  if  you  want  to  give  a  friend  with 
Aegis  Images  a  painting  you've  done  with 
DeluxePaint. 

Tjoysticks 
QJ  While  the  mouse  is  an  excellent  in- 
put device,  some  games  just  require  a  joy- 
stick to  pro\'ide  the  right  feel  and  excite- 
ment. The  Amiga  5O0  has  two  mouse'joy- 
stick  ports,  and  as  long  as  the  game  allows 
a  joystick,  any  Commodore-compatible 
joystick  works  just  fine. 


/VNews 

1    1  Each  month  Commodore  Magazine 
provides  news  on  the  latest  hardware  and 
software  for  the  Amiga  500.  It's  right  at 
the  beginning  of  each  issue  where  it's  easy 
to  find.  Be  sure  to  check  it  this  month  for 
news  of  the  Amiga  500  Video  Tbst  Flight 
program. 


P 


Public  Domain 

The  whole  family  of  Amiga  comput- 
ers has  an  ever-increasing  and  very  di- 
verse quantity  of  public  domain  programs 


Quality  Control 

Each  Amiga  is  tested  at  Commodore 
before  being  boxed  and  sent  from  the 
plant.  The  procedure  itself  includes  tests 
and  checks  of  all  the  RAM  and  ROM, 
graphics  modes,  sound  and  speech  capa- 
bilities, disk  drive  access,  multitasking  ca- 
pabilities and  mouse  and  keyboard  oper- 
ation. If  any  given  test  fails,  the  computer 
is  completely  disassembled  and  the  of- 
fending component  repaired.  According  to 
the  Quality  Assui'ance  department  of 
Commodore,  more  than  50%  of  the  total 
assembly  time  is  spent  in  testing. 
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O  Operating  System 
The  Amiga  500  operating  system  is 
called  AmigaDOS.  This  is  the  language 
that  is  used  when  talking  to  the  computer 
and  giving  instructions  such  as  FORMAT 
(a  new  disk)  and  DIR  (directory)  to  the 
disk  drives.  AmigaDOS  supports  many 
nice  commands  such  as  INFO  for  check- 
ing the  available  space  on  all  disks  cur- 
rently mounted.  Commands  such  as  DER 
and  LIST  are  available  with  a  whole  range 
of  options  and  pattern  matching  com- 
mands for  getting  just  about  any  combi- 
nation of  files  and  file  information  you 
could  want. 


ROM 

The  Amiga  500  has  192K  of  ROM 
with  Kickstart  1.2  built-in.  lb  new  Amiga 
owners,  this  may  not  mean  much,  but  to 
those  Amiga  1000  owners  who  are  used  to 
having  to  load  two  disks  each  time  they 
power-up,  this  is  a  benefit,  lb  start  up  the 
computer,  you  simply  turn  it  on  and  insert 
the  Workbench  disk  into  the  drive.  That's 
all  there  is  to  it.  This  is  especially  impor- 
tant in  applications  such  as  security  and 
environment  monitoring  where  the  com- 
puter must  reset  itself  and  reload  software 
after  a  power  failure. 

S  Software 
There  are  currently  well  over  500 
software  packages  that  run  on  the  Amiga 
500.  Prom  Activision's  Music  Studio  to 
Zirkonics  P.T.E.,  the  software  keeps  com- 
ing. In  productivity,  there  are  more  than 
half  a  dozen  each  of  wordprocessors,  desk- 
top publishing  packages,  data  bases  and 
spreadsheets,  including  impressive  pack- 
ages like  WordPerfect,  Professional  Page, 
SuperBase  and  Maxi-Plan  500.  In  enter- 
tainment, packages  like  Marble  Madness, 
The  Pawn ,  Sinbad  and  the  Throne  of  the 
Falcon  and  Starglider  are  advancing  the 
levels  of  arcade  action,  graphics  and 
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sound.  In  graphics,  the  Amiga  computers 
are  superior.  From  advanced  painting 
packages  like  DeluxePaint  II,  to  solid- 
modeling  packages  like  Sculpt-3d  to  spe- 
cial effects  graphics  packages  like  EIFX. 
Sound  and  music  packages  include  sound 
digitizers  like  Souml  Sampler,  music  com- 

Regardless  if  the  file  is  text, 
graphics,  or  music,  almost 
any  Amiga  package  is 
capable  of  using  files  from 

any  other  package. 

position  packages  like  SonLx  and  pack- 
ages that  let  you  use  the  Amiga  as  an  in- 
strument such  as  Mouse  Musk.  Add  all  of 
the  other  miscellaneous  application  soft- 
ware and  you  have  a  good  base  of  pro- 
grams to  choose  fixim. 

TTips  and  Tricks 
ha  case  you  haven't  noticed,  Commo- 
dore Magazine  has  started  a  Tips  &  Tricks 
column  specifically  for  the  Amiga.  Be  sure 
to  read  this  month's  bag  of  tricks,  and  be 
sure  to  write  if  you  have  any  of  your  own 
to  add. 

a  User  Groups 
Over  200  user  groups  aiie  now  sup- 
porting the  Amiga  computers.  As  usual, 
this  is  an  excellent  source  of  information 
and  inspiration  on  eveo'  aspect  of  the 
computer.  From  public  domain  software, 
to  demonstrations  of  new  products,  the 
user  groups  are  where  you  want  to  go.  Tb 
find  out  what  user  gir)up  suppoita  the 
Amiga  in  your  area,  call  Commodore  cus- 
tomer support  at  {215)-436-4200. 

Invoice 

W     The  Amiga  500  is  one  of  the  few  com- 
puters on  the  market  that  provides  built-in 
speech  capabilities  (the  other  two  comput- 
ers are  the  Amiga  1000  and  the  Amiga 
2000!).  By  using  a  simple  command  called 
SAY,  you  can  get  the  500  to  speak  any- 
thing you  would  like.  Use  it  in  your  own 
programs,  or  listen  to  programs  like  A - 
Talk  (telecommunications  package)  and 
Talker  (word  processor)  speak  the  text  you 
normally  read.  Many  other  software  pack- 
ages such  a  ChessnKister2000  are  also  us- 
ing the  built-in  speech  to  enhance  their 
applications. 


the  mouse,  you  can  get  the  500  to  show 
you  the  contents  of  disks,  format  new 
disks,  copy  files,  and  load  and  i-un  pro- 
grams. Although  many  people  eventually 
progress  to  using  the  CLJ  (command  line 
interpreter),  you  can  easily  accomplish  all 
of  youi'  work  foiTn  the  Workbench.  Pack- 
ages like  Climate  help  make  it  even  easi- 
er For  Workbench  users  to  access  some  of 
the  commands  of  the  CLI. 


Jj  Expansion  Memory 


(Close  enough  isn't  it?) 
The  Amiga  500  can  be  expanded  to  a  total 
of  9Mbytes  of  contiguous  memory.  This 
means  that  there  is  no  "bank  switching" 
or  "extended  memory"  manipulations 
necessaiy.  If  you  wish  to  wiite  an  8Mbyte 
AmigaBASlC  program,  go  right  ahead 
(don't  bother  submitting  it  to  the  maga- 
zine -  it's  too  long!).  Of  course,  the  Amiga 
500  comes  with  512K  of  RMl  The  A501 
memory  expan.sion  adds  512K  for  a  total 
of  1Mbyte.  The  A501  also  adds  a  batteiy- 
backed  clock/calendai-  feature.  The  other 
SMbytes  of  RAM  would  be  added  on  the 
expansion  port  on  the  left-hand  side  of  the 
computer 


V  Youngsters 
The  Amiga  500  makes  a  very  nice 
computer  for  childnjn  of  all  ages.  Studies 
have  shown  that  graphical  computer  envi- 
ronments, such  as  the  Workbench  inter- 
face, are  veiy  quickly  learned  by  children. 
In  fact,  the  association  of  symbols  and  im- 

By  using  a  simple  command 
called  SAY,  you  can  get  the 
500  to  speak  anything  you 
would  like. 


ages  with  their  purposes  is  almost  intu- 
itive. The  educational  software  being  re- 
leased for  the  Amiga  500  is  also  excellent. 
Microlllusion's  Discovery  Math  and  Dis- 
covery Algebra  ai-e  just  two  such  packages, 
along  with  the  Talking  Coloring  Book 
and  the  whole  series  of  programs  from 
First  Byte. 

Z  Zero-Hour 
This  is  what  it  is  if  you  want  to  get  an 
Amiga  500  for  Chiistmas.  Q 


A  Word  From  Our  Sponsors 


W 


Workbench 

Workbench  is  the  iconic  interface 
that  you  can  use  to  give  instructions  to 
the  500.  Using  the  pull-down  menus  and 


Who  is  going  to  buy  an  Amiga  500? 
What  are  Commodore's  plans  for  this 
product?  Where  will  it  be  positioned  in  the 
marketplace?  1  found  the  answer  to  some 
of  these  questions  when  I  spoke  recently 
with  Alfiied  Duncan,  Genei*a]  Manager, 
Commodore  Business  Machines  and  Rich- 
ard Mclntyre,  Senior  Vice-President  of 
Sales  and  Mai'keting  for  Conmiodore 
Business  Machines. 

Who  will  buy  an  Amiga  500?  According 
to  Ml-.  Mclntyi-e,  it  is  most  likely  a  first 
time  computer  user.  He  also  sees  an  up- 
grade market  for  current  64  and  128  own- 
ere,  once  the  ability  to  transfer  files  fh)m 
the  64  and  128  to  the  Amiga  500  becomes 
available. 

Where  will  the  Amiga  500  be  positioned 
in  the  marketplace?  The  500  is  being 
billed  as  the  "Ultimate  Home  Computer." 
This  doesn't  quite  tell  the  whole  stoiy, 
however.  According  to  Mr  Duncan,  "the 
Amiga  500  will  provide  the  full  range  of 
applications  traditionally  sought  by  home 
users  including  word  processing,  produc- 
tivity, recreation  and  telecommunications. 
Additionally,  the  500  will  provide  access 
to  many  applications  not  traditionally 
thought  of  with  an  affordably  priced  com- 
puter. These  include  presentation  graph- 
ics, desktop  publishing,  desktop  design, 
and  desktop  video."  Mr.  Mclntyre  feels 
that  for  the  first  time,  you  have  a  comput- 


er where  the  "hardware  is  transparent.  It 
is  a  vehicle  by  which  the  user  can  utilize 
the  applications  packages  available. "  Be- 
cause of  this,  he  says  that  Commodore 
must  "position  applications  the  user  can 
use." 

What  are  the  hopes  for  the  Amiga  500? 
Mr.  Mclntyre  felt  that  the  potential  is 
there  for  the  Amiga  500  to  become  the 
lead  product  for  the  company  -  once  the 
quantity  and  quality  of  the  software  prod- 
ucts matches  what  is  available  for  the  64. 
More  immediately,  his  prediction  is  that 
the  Amiga  500  will  "far  outsell  the  Amiga 
1000,  because  it  is  the  benefactor  of  all  the 
Amiga  1000  groundwork. "  The  initial 
sales  figures  are  supporting  this  comment, 
with  the  announcement  at  Siggraph  that 
the  initial  production  run  of  the  Amiga 
500  was  sold  out  within  the  first  two 
weeks  of  product  shipment.  Mr.  Mclntyre 
stated  that  the  initial  sales  are  the  most 
impressive  since  the  launch  of  the  Com- 
modore 64. 

In  all,  optimism  does  exist  for  a  very  big 
fiiture  for  the  Amiga  500.  However,  it  is 
tempered  by  a  recognition  that  Commo- 
dore must  do  its  part.  Mr.  Mclntyre 
stressed  that  "our  [Commodore's]  aim  is 
to  provide  greater  support  to  our  products, 
the  dealers  who  sell  them  and  the  end 
user."  While  this  is  ceiiainly  a  weighty 
chore,  it  appears  to  be  in  able  hands.     Q 
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Improve  Your  Computer's  Performance... 

*  20,  30,  60,  and  250MB  Capacities 

*  Real-time  Clock  With  Battery  Back-up 

(Optional  on  Amiga  50O) 

*  SCSI  Expansion  Port  (DB-25  Connector)  for 
adding  additional  SCSI  Devices 

*  1MB,  2MB,  and  4MB  RAM  expansion 
capability  in  the  SupraDrive  Interface 

*  Amiga  Buss  pass-through 

*  Direct  Memory  Access  (DMA)  interface  for 
high-speed  data  transfers 

*  Mounts  internally  in  the  Amiga  2000 

*  20,  30,  and  60MB  Capacities 

*  SCSI  expansion  port 


...  PVith  a  SupraDrive. 


K^HSfiprci 


1133  Commercial  Way  /  Albany,  OR  97321  U.S. A 
Phone;  (503)967-9075  /  Telex:  5106005236  (Supra  Corp) 

AMIGA  is  a  registered  trademark  of  Commodore-Amiga  Inc. 


Internal  DMA  SupraDrive  for  Amiga  2000 


SupraDrive  for  Amiga  1000 


Micron's  Amiga  Series: 

Highest  quality 

memory  boards  from 

America's  Memory  Supplier 


Affordable 

Memory  Expansion 

from  a  Company 

You  can  Trust 


■  Memory  Test  on  Power-up 

■  2  Megabytes  Capability 

■  0-wait  States 

■  Discrete  DRAM  Controller 

■  Continuous  Refresh 

■  Diagnostics  Included 

■  Recoverable  RAM  Disk 

■  Amiga  2000/1000  Compatible 

■  Auto  Configuring  (Amiga  DOS  1.2) 

Amiga  is  a  trademark  oi  Commodore  Electronics  Ltd. 


Full  30-day  Money  Back  Guarantee        PH 

For  Orders  and  Information,  contact  your  local       jjjn 
Commodore/Amiga  computer  store  or  phone  toll-free: 

1 '800-642-7661 


MICRON 

I  TECHNOLOGY,  INC. 

America's  Memory  Supplier 

Systems  Group 

2805  E.  Columbia  ■  Boise,  ID  83706  •  (208)  386-3800 
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Coming  soon  to  a  monitor 


ment,  action  and  adventure. 
Here  are  some  of  the  top  64 
and  Amiga  titles  arriving  in 
the  near  future.  Each  product 
mentioned  here  will  be  re- 
leased sometime  in  the  fall, 
unless  a  more  accurate  date 
is  specified. 

by  John  Jermaine 


(>l/12>i:  A/x>/fo  IB:  A  Mlamm  lu 
The  Mmii  is  an  impres.sive  re- 
creation of  the  NASA  gloiy 
days  when  Apollo  space  craft 
were  landing  on  the  moon  reg- 
ularly. You  assume  the  roles  of 
both  mission  control  specialist 
and  astronaut  as  you  partici- 
pate in  eight  activities.  Your 
first  task;  lift-off  safely  from 
Cape  Kennedy.  Once  you  reach 
the  void  of  space  you  fly  the 
Apollo  craft  to  the  moon.  The 
third  task  challenges  you  to 
achieve  orbit  around  the  moon 
and  land  the  I^EM  (Lunar-  Ex- 
cursion Module)  on  the  Lunai- 
surface.  A  moonwalk  exercise 
has  your  astronaut  examining 
the  remains  of  an  unmanned 
Ranger  Moon  probe,  but  once 
the  job  i.s  done,  the  LEM  lifts- 
off  to  rendcCTOu-s  and  dock  with 
the  orbiting  command  ship. 


During  the  trip  home,  your  pi- 
lot has  to  don  a  space  suit  and 
repair  an  external  component 
of  the  craft  in  the  zero  gi-avity 
en%'ironment  of  space.  'Vo  wrap 
things  up,  the  experienced 
NASA  astronaut  must  caiieful- 
ly  re-enter  the  eaith's  atmos- 
phere, splashdown  and  be  re- 
covered. If  you  fail  to  complete 
any  segment  of  this  long  as- 
signment, the  mission  is  termi- 
nated. 

Mini-Putt  is  a  new  type  of 
miniature  golf  program,  com- 
bining elements  of  traditional 
mini-golf  courses  with  comical 
computer  animation.  This  one 
to  four  player  game  features 
the  famous  windmills,  swings, 
loop-de-loops,  etc.,  associated 
with  the  outdoor  activity,  but  it 
also  exhibits  a  central  theme 
for  each  course  (like  popular 
movies,  sports,  etc.),  and  cute 
little  animated  creatures  tend 
to  pop  up  unexpectedly  to  in- 
terfere in  the  game. 

Kyou  enjoy  driving  softwaj^ 
automobiles  around  a  defined 
track,  TestDriue  will  give  you 
the  challenge  of  j'our  life.  First 
of  all  you're  racing  against  the 
clock  instead  of  other  drivers. 
Secondly  the  program  accu- 
rately simulates  the  chai'acter- 
istics  of  five  international  high 
peiformance  cai^s.  i-anging 
fi-om  the  chic  Poi"sche  911 

Continued  on  pg.  116 


.Amljfa:  Steve  Cartwright  has 
been  a  busy  man  over  the  last 
several  years.  He  has  enticed 
us  with  two  Hacker  game  chal- 
lenges, drafted  consumers  into 
the  Colonial  Mainnes  for 
Aliens,  and  now  he  is  signing 
us  up  to  compete  in  an  air  race 
later  this  Fall.  The  working  ti- 
tle of  the  project  is  Air  Rally, 
and  it's  similar  in  many  re- 
spects to  being  a  Pole  Posilion 
or  Out  Run  game  of  the  air.  Ba- 
sically the  pilot  Hies  an  an- 
tique airorall  around  a  unique 
nu'al  coui'se.  The  Amiga 
graphics  fiir  this  project  are  be- 
ing handled  by  Mike  Nowak,  a 
new  menil»r  of  their  develop- 
ment stiifl'.  Mike  was  the  prote- 
ge and  student  of  Jim  Sachs, 
famous  for  the  inci-edible 
gi'aphics  in  Saucer  Attack  and 
the  i-ecently  released  Defender 
of  The  Cmfrii.  Don't  be  sui*- 
prised  to  heai-  more  about  this 
talented  individual  during  the 
coming  year. 

()1/12H:  Activision  is  once  again 
preparing  to  prove  that  all 
computer  sfjflware  is  not  cre- 
ated equal,  fn  September,  for 
example,  The  Ixmt  Ninja  will 
be  shipped  to  c(jmputer  stores 
around  the  countrj'.  The  pro- 
gram is  an  action  packed  .strat- 


PACTIONS! 
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C-64  AND  AMIGA  OWNERS 


egy  game  where  the  player 
uses  karate  moves  to  vanquish 
his  foes.  There  are  six  different 
environments  or  themes  in  the 
game.  It  has  130  screens  of  3D 
color  gi-aphics,  12  different 
sound  tracks  and  over  a  thou- 
sand animated  moving  objects. 
Another  new  Activision  re- 
lease is  a  graphic  adventu]-e 
i^escue  mission  created  by  the 
entertainment  experts  at  Lu- 
casfilm  Games.  Maniac  Man- 
sion is  an  unusual  mysteiy  sto- 
ry which  begins  almost  twentj' 
years  ago.  In  those  days,  Dr. 
Fred  was  a  prominent  physi- 
cian at  the  local  hospital.  Then, 
for  some  miknown  reason,  he 
and  his  wife,  nui"se  Edna,  quit 
their  jobs  at  the  hospital,  took 

Continued  on  pg.  116 


MThe  AvalonHiil 
iiV  Game  Company 

(>!/12,S:  October  is  the  sched- 
uled release  date  for  NBA,  the 
firet  statistical  computer  bas- 
ketball game  sanctioned  by  the 
National  Basketball  Associ- 
ation. Have  you  ever  wanted  to 
coach  the  top  twentj-  basket- 
ball teams  of  all  time?  Now  you 
will  have  that  opportunity  The 
program  also  contains  a  stat- 
keeper  which  calculates  team 
statistics  and  indi\idual  per- 
formances, an  animation  fea- 


(>1/12H:  Cyclehught,  a  product 
advertised  in  their  1986  cata- 
log, will  finally  be  coming  yom- 
way  sometime  this  Fall.  The 
game  features  a  noble  knight 
of  the  realm  searching  the 
kingdom  for  his  kidnapped 
queen  and  some  of  her  loyal 
subjects.  His  main  tool  in  this 
quest  is  a  fabuloas  Harley- 
Davidson  motomcle.  This  ad- 
vanced piece  of  equipment  pro- 
vides transportation  and  car- 
ries an  on-board  computer, 
which  automatically  ti-anslates 
convei-sations  between  you  and 
the  creatures  of  the  ai"ea.  In 
other  vvoi-ds,  you  can  ask  them 
questions,  barter,  etc.  If  you 


ture  which  controls  the  actions 
often  playei-s  simultaneously 
and  three  modes  of  play  (soli- 
taire, head-to-head  and  auto- 
play,  where  the  same  teams 
play  several  games  in  a  row). 
I  underetand  NBA  accessor}' 
disks  will  also  be  coming  your 
way  later  this  yeaj'. 

Diplomacy  is  based  on  the 
popular  board  game  of  the 
same  title,  which  has  been 
around  for  several  years  and 
won  a  number  of  awards.  The 
object  of  the  game  is  simple. 
Negotiate  alliances  with  neigh- 
boring countries  for  your  own 


think  about  it,  Cydeknight    "^ 
is  a  unique  program  because  it  \ 
delivers  the  action  of  an  arcade 
game  and  certain  aspects  of 
role-playing  ai^e  present,  while 
the  game  accurately  simulates 
many  of  the  features  found  on 
conventional  motorcycles. 

Artworx  will  also  be  releas- 
ing Winter  Eventa  and  Interna- 
tional Events  this  Fall,  for  the 
sports  game  enthusiast  in  the 
crowd.  By  the  way,  these  Eng- 
Hsh  programs  were  not  devel- 
oped by  the  same  team  who 
wrote  Highland  Games.  No 
further  details  ai'e  available. 
Tft'O  new  Strip  Poker  data 
disks  (#4  and  #5  both  contain 
female  playere)  will  also  be 
coming  j'our  way  during  the 
third  quaiter  of  this  year. 


protection.  If  a  new  deal  would 
be  to  your  advantage,  double 
cross  your  associates  and  work 
out  an  aiTangement  with  their 
enemies.  Diplomacy  takes 
place  in  pre-W\VI  Eui-ope.  It 
contains  single  and  two  player 
game  options  and  presents  a 
unique  challenge  where  you 
have  to  take  advantage  of  the 
present  situation  in  order  to 
sui-vive.  This  nasty,  dirty  game 
of  deception  should  be  avail- 
able for  64  users  shortly  before 
the  end  of  the  year.  It  would 
make  a  gi-eat  Chiistmas  gift 
for  the  politician  on  your  list. 


H 


Softworks 


ft4/128:  GeoPublish,  a  new  addi- 
tion to  the  GEOS  libraiy  of 
products,  is  more  flexible  than 
most  of  the  competition.  The 
software  contains  an  internal 
drawing  program,  supports 
output  to  laser  winters  and  pi-o- 
vides  all  the  major  features 
found  in  more  expensive  IBM- 
PC  and  Macintosh  desktop 
publishing  softwai-e.  This  is  a 
classic  case  of  taking  16  bit 
technology  and  making  it  work 
in  an  8  bit  environment. 

GeoProgrammer  is  an  ad- 
vanced assembler,  Unker  and 
de-bugger  package  for  generat- 
ing GEOS  oriented  progi-am- 
ming.  It  also  allows  you  to  cre- 
ate your  own  source  files  using 
GeoWrite  and  paste  GeoPaint 


CAPCOM 


pictures  dii-ectly  into  the  code. 
If  you're  developing  icons  for 
use  in  a  progi'am,  for  example, 
yom-  source  document  will  ac- 
tually display  the  icon  image, 
instead  of  some  crude  represen- 
tation of  it. 

Cominu:  in  1!)88:  Berkeley 
Softworks  has  made  no  an- 
nouncements concerning  new 
GEOS  pitducts  being  devel- 
oped for  release  next  yeai: 
James  De  Frisco,  the  Senior 
PiToduct  Manager  at  Berkeley, 
says  they  ai-e  seriously  exam- 
ining two  possibilities:  (1)  sev- 
eral strategy  and  simulation 
game  ideas  which  would  push 
the  capabilities  of  GEOS  in  a 
new  direction,  and  (2(  an  ad- 
vanced gi-aphics  generation 
package  (sinulai'  in  many  re- 
spects to  CAD-PAC  software). 


(>1.'12n:  I  would  like  to  inti-o- 
duce  you  to  Capcom,  a  relative- 
ly new  "Kid"  on  the  software 
marketing  block.  Their  current 
and  ftiture  releases  ai^  dii-ect 
translations  of  well  known  vid- 
eo arcade  machines.  In  Sep- 
tember, for  example,  Trojan 
will  be  introduced  to  computer 
game  players  everywhere.  This 
action  packed  progi-am  has  the 
user  assuming  the  role  of  a  fu- 
turistic knight,  setting  off  on  a 
one  man  crusade  which  may 
restore  law  and  orfer  to  a  de- 
caying civilization.  With  swoixJ 
and  shield  in  hand,  you  battle 
each  foe  to  the  death,  even 
though  they  try  to  rash  you 
fiiom  both  sides  simultaneous- 
ly. If  you  accidently  lose  yom* 
weapons  during  the  heat  of 
battle,  you  have  to  rely  on  yom- 
martial  arts  talent  and  skill. 
I  enjoy  playing  games  where 
Contimieii  on  pg.  116 


ELECTRONIC  ARTS® 

AmijTti;  Jon  Freeman  and  Ann 
Westfall,  hvo  thirds  of  the  Ar- 
chon  development  team,  are 
finishing  up  a  project  they  be- 
gan several  years  ago  tenta- 
tively titled  Rainbow  Road.  It 
traces  the  ex-ploits  of  three  cou- 
rageous knights  who  ai-e  tiying 
to  solve  a  series  of  difficult 
problems.  They  begin  their  no- 
ble quest  on  the  world  of  Al- 
bion, where  magic  has  sudden- 
ly ceased  to  exist.  Secondly  the 
famous  Rainbow  Road,  which 
used  to  go  on  infinitely,  now 
connects  only  a  limited  num- 
ber of  worlds.  WTio  or  what  is 
responsible  for  these  phenom- 
ena? A  special  task  material- 
izes because  of  this  new  situa- 
tion. You  must  find  a  way  to  re- 
turn a  visiting  ambassador  to 
his  homeland,  even  though  the 

Cnntinued  on  pg.  117 


□ATA  EAST 

(>1'12S:  Data  East,  like  Cap- 
corn,  is  another  company  mar- 
keting 64  conversions  of  many 
well  known  aitade  game  ma- 
chines. The  September  list  of 
releases  includes:  Shackled, 
Fire  Trap  and  Last  Mission. 
Shackled  takes  the  player  into 
the  depths  of  a  castle  dungeon/ 
to  rescue  potential  allies  for  his 
battle  against  the  ownei-s  of 


that  structui*.  Gather  magical 
powers  and  additional  strength 
as  you  fight  your  way  to  free- 
dom. If  you've  seen  The  Tower- 
ing Inferno,  you  know  what 
you're  up  against  in  Fire  TVap. 

Continued  on  pg.  116 


l>abisoft 

(vl/128:  Move  over  Gimship. 
Another  AH-64A  Apache  Heli- 
copter simulation  will  be  flying 
your  way  later  this  yeai".  Toma- 
hawk displays  3D  ground 
graphics  and  can-ies  an  ai*se- 
nal  of  weapons  including  ixKk- 
^ets,  guns,  and  laser-guided 
'anti-aiTnom-  missiles.  The  pi"o- 
gi'am  also  features  several 
combat  and  ti-aining  assign- 
ments, foui-  pilot-rating  levels, 
a  night  vision  system  and  an 


instrument-only  flying  option 
for  use  when  the  weather  is 
bad.  Wliether  you  are  initiat- 
ing a  gi-ound  attack  or  partici- 
pating in  air-to-air  combat, 
Tomahawk  will  definitely  keep 
you  on  the  edge  of  your  seat. 
Force  Seven  is  an  action  packed 
game  set  in  the  far  distant  fu- 
ture, where  you  become  the 
commander  of  a  special  mili- 
tary task  force.  Each  member 
of  youi"  team  has  been  hand 
picked  for  this  assignment  be- 
cause of  his/her  individual  ex- 

Continued  on  pg.  116 


t>I/128:  September  is  a  veiy 
special  month  for  the  fans  of 
Epyx  software.  The  Omnicron 
Conspimcy.  the  second  title  of 
their  Mastere  collection,  is  a 
graphic  adventm-e  for  the  ex- 
perienced sleuth  in  the  gi"Oup. 
It  challenges  you  to  solve  a  fii- 
turistic  mystery  where  a  star- 
ship  and  its  entire  crew  simply 
vanished  during  a  routine  pa- 
trol. Was  the  disappearance  an 
accident  or  something  so  sinis- 
ter that  someone  is  trying  to 
cover-up  every  detail  of  the  in- 
cident? Yom'  assignment  is  to 
find  out  what  really  happened 
using  sophisticated  computer 
aids,  a  pei-sonal  dixjid  named 
Pal  and  well  placed  infor- 
mants. Stn>et  Sports  Basket- 
ball, another  new  pi"oduct,  is 
unlike  any  micro-computer 
basketball  progi'am  on  the 
mai'ket.  Tlie  game  is  patterned 
after  the  kind  of  sport  you 

Continued  on  pg.  117 

t>i;12S:  Before  we  discuss  new 
material  coming  out  fi-om  Fire- 
bird, 1  thought  you  might  like 
to  hear  some  good  news  con- 
cerning one  of  their  other  ti- 
tles. A  deal  has  recently  been 
inked  with  Bally-Sente  to  put 
Starglider  on  a  video  coin-op 
machine.  I  underetand  that  an 
Amiga  boai-d  will  be  used  in 
the  unit  to  give  it  optimum 
graphics  and  sound  capabili- 
ties. Isn't  it  great  that  we,  the 
micro-computer  game  playing 
community,  may  have  contiib- 
uted  indirectly  to  that  venture 
and  definitely  had  the  fii^st  op- 
portunity to  play  the  game? 
Getting  back  to  the  business  at 
hand.  Firebird  plans  to  give 
the  64  owner  a  large  selection 
of  software  to  choose  fkim  dur- 
ing the  rest  of  1987  and  ex- 
tending into  1988.  Guild  of 
Thieves,  the  follow-up  to  The 
Pawn,  is  a  full  color  graphic 

Continued  on  pg.  117 
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()4/12S:  Plundered  Hearts,  writ- 
ten by  Amy  Briggs,  has  the 
distinction  of  Ijeing  both  the 
first  Infocom  adventure  game 
written  by  a  woman  and  their 
first  product  where  the  main 
character  is  explicitly  identi- 
fied as  female.  Amy  enjoys 
reading  upper-class  romantic 
novels,  so  it  was  a  natural 
thing  for  her  to  write  a  17th 
century  pirate  romance.  As  the 
stflry  begins,  you  discover  your 
father  has  apparently  fallen 
into  the  clutches  of  an  infa- 
mous Caribbean  scoundrel. 
Hoping  to  locate  and  free  him 
irom  this  character,  you  set  sail 
from  England  on  a  long  peril- 
ous voyage  to  the  West  Indies. 
In  conclusion,  Plundered 
Hearts  is  an  accurate  historical 
adventure  where  anything  and 
everything  can  happen. 

Continued  on  pg.  113 


Amijfa:  I  want  it  clearly  under- 
stood that  a  variety  of  64  titles 
will  be  coming  your  way 
fixim  Mastertronic  later  this 
year,  but  nothing  has  been  offi- 
cially announced.  In  terms  of 
the  Amiga,  however,  Metropo- 
lis should  be  hitting  the 
shelves  of  your  favorite  com- 
puter store  sometime  during 
the  holiday  season.  As  the  sto- 
ry opens,  several  highly  classi- 
fied tapes  of  information  have 
been  stolen  and  hidden  some- 
where in  the  city.  It's  your  job 
to  locate  these  lost  tapes  by 
gathering  clues,  questioning 
robots  and  paying  close  atten- 
tion to  the  newscasts  that  ap- 
pear on  the  screen  periodically. 
By  the  way,  the  robots  actually 
speak  back  to  you  using  ad- 
vanced speech  synthesis.  It's 
also  interesting  to  note  that 
the  program  itself  has  a  work- 
ing knowledge  of  20,000  words 
(the  above  average  person  has 
a  vocabulary  of  30,000  words). 


AiM^  PROSE 


.\rnifra:  By  the  first  of  October, 
the  Amiga  version  oWunship 
should  be  making  its  debut.  As 
you  probably  know  by  now, 
Gunship  is  an  exciting  realistic 
simulation  of  the  AH-64A 
Apache  gunship  Helicopter. 
Keep  an  eye  out  for  this  item 
because  the  cockpit  graphics 
have  been  completely  re-writ- 
ten to  take  advantage  of  the  16 
bit  environment,  and  the  en- 
emy vehicles  on  the  ground  ai-e 


more  solid  looking  with  a 
greater  number  of  details. 

(II  VIS:  A  new  flight  oriented 
product  will  be  taxiing  down 
the  MicroProse  runway  late 
this  Fall  for  Commodore  pilots 
eveiyT,\'here.  The  program  is 
called  Pmject  Stealth  Fighter. 
and  it  contains  many  of  the  ex- 
citing features  already  found  in 
their  classic  F-15  Strike  Eagle 
Continued  on  pg.  118 
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(>1/12.S:  Two  Cinemaware  titles 
will  be  coming  out  later  in  the 
year.  The  King  of  Chicago 
takes  place  in  the  1930's.  Al 
Capone  has  just  been  sent  up 
the  river,  and  the  windy  city  is 
up  for  grabs.  Of  course  you  still 
have  to  battle  the  legendary 
Capone  mob  for  control  of  Chi- 
cago, but  a  little  violence  and 
intimidation  goes  a  long  way 
with  them.  Keep  an  eye  on 
your  gun  moll,  don't  trust  any- 
one, and  use  a  well  placed 
bribe  now  and  then  to  fiiither 
your  cause.  Sinbad  and  The 
Throne  of  The  Falcon  is  an  epic 
seafaring  mystery  where  the 
hero  uses  his  quick  wit  and 
sharp  sword  to  solve  most  of 
his  problems.  Black  magic, 
monsters,  deadly  foes  and  mys- 


terious forces  of  darkness  are 
waiting  for  you  to  confront 
them  in  this  fast  moving  inter- 
active fantasy. 

Coming  in  1988:  Mindscape  re- 
cently signed  an  agreement 
with  the  Atari  Games  Corpora- 
tion of  Milpitas  (not  to  be  con- 
fiised  with  the  Atari  Corpora- 
tion of  Sunny^'aie,  CA),  to  de- 
velop and  manufacture  64 
translations  of  a  number  of 
their  popular  video  coin-op  ma- 
chines, dming  the  Summer 
months,  we  saw  Paperboy  and 


Gauntlet  materialize  out  of  this 
arrangement.  In  the  futui-e. 
Road  Runner,  Road  Blasters, 
Gauntlet  2  and  720  will  also  be 
available  for  64  aixade  game 
fanatics. 


///J J, I /systems  /nc.  / 

-UniKa:  An  expanded  version 

o^Moebius,  featuring  superior 
graphics  and  a  mouse  inter- 
face, will  be  available  by  Sep- 
tember. For  those  of  you  who 
ajien't  familiar  with  the  64  ver- 
sion of  the  progi-am,  it's  an  ori- 
ental fantasy  ix)le-playing 
game. 

til  VIS:  Sound  the  trumpets. 
The  long  awaited  Ultima  5 
rale-playing  game  will  be  com- 
ing your  way  during  the  final 
months  of  1987.  Now  I  don't 


know  the  basic  stoiyline  of  the 
progi'am,  but  I  can  give  youj- 
some  interesting  facts  about 
the  project.  First  of  all,  Ultima 
5  allows  you  to  use  character 
generated  in  the  previous  Ulti- 
ma game.  Secondly  the  pro- 
gram contains  a  gigantic  re- 
gion to  explore,  more  than 
twice  the  size  of  the  mapped 
area  found  in  Ultima  4,  and  32 
towns  (containing  multi-level 
buildings  with  cellars,  attics, 
etc.  I  dot  the  countrj'side.  Night 
and  day  are  visually  displayed 
in  the  game,  while  a  24-hour 
clock  on  the  screen  recoitls  the 

Continued  on  pg.  119 


SHAISOW. 


(>l/]28:  If  you're  ftnstrated  be- 
cause you  can't  get  on  one  of 
these  television  game  shows, 
Sharedata  ofTers  the  next  best 
thing.  In  i*ecent  months  Share- 
data  has  released  oflTicial  mi- 
cro-computer clones  of  several 
well  knouTi  T\'  game  shows. 
These  titles  include:  Wheel  of 
Fortune,  Family  Feud  and 
Jeopardy!  A  selection  of  data 
disks  containing  questions  cov- 
ering specific  themes  and  sub- 
ject matter,  is  cuiTCntly  avail- 
able for  each  program  men- 
tioned above.  John  Zentz, 
Chairman  of  the  Board  at 
Sharedata.  estimates  there  will 
probably  be  Uvo  new  data  disks 
released  each  month  for  every 
game  show  pnigi-;un  cmTently 
on  the  market.  In  fact,  the  Sof- 
tie development  team  is  also 
working  on  a  special  series  of 
Cimlinuedon  pg.  119 
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Corporation 

(»l/128:  A  lot  of  activity  is  going 
on  behind  closed  dooi-s  at  the 
Sublogic  hanger  these  days.  In 
September,  you  will  be  able  to 
fly  a  Stealth  Mission  on  your 
Commodore  computer  The  top 
secret  aircraft  in  this  simula- 
tion is  veiy  fast,  well  armed, 
and  can't  be  detected  by  enemy 
radai'.  It  might  sui-prise  you 
that  Stealth  .l/w.svb/i  will  be 
compatible  with  the  present 
line  of  Sublogic  Scenerj'  Disks, 
and  a  special  set  of  mission 
disks  are  also  being  developed 
for  the  product.  These  accesso- 
ry diskettes  contain  different 
terrains  and  situations  where 
the  experienced  pilot  has  to 
knock  out  enemy  tai'gets, 
while  leaving  civilian  struc- 
tures and  fiiendly  forces  un- 
touched. Speaking  of  Scenery 
Disks,  Sublogic  is  developing  a 

Continued  on  pg.  119 

As  I  finish  gazing  into  the 
Commodore  ciystal  ball,  I  can 
honestly  say  that  64  and 
Amiga  software  is  alive  and 
well  and  flourishing.  Q 
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ACT  NOW  AND  SAVE  44% 

ON  YOUR  SUBSCRIPTION  TO  COMMODORE  MAGAZINE 


LEARN  -  DISCOVER  -  EXPLORE 

All  your  computer  has  to  offer  with  Commodore  Magazine 

"iTj-T^         I'd  like  to  take  advantage  of 
jt  jCi3  •        this  Special  Offer  and  receive 
Commodore  Magazine  for  44%  off  the 
newsstand  price. 


Namc_ 


Address, 
City 


.  Slaie_ 


Zip. 


METHOD  OF  PAYMENT 

n   Enclosed  is  my  check  or  money  order  lor  S  1*).*>S 

(Make  payable  to  COMMODORE  MAGAZINE.  INC.) 
n  Bill  me 
D   Charge  my  VISA  or  MasterCard  Card  number 


Expiration  Date 

Signature 

All  priced  in  l'  S,  Currency.  Canatlian  orders  attd  1 10.00  to  each  stih&chption  tti 
cover  poslage.  Overseas:  5'i(1.00'12  issues. 


Find  out  what's  new  for  your  Commodore  computer 
from  the  inside  source.  Keep  up  with  the  l.itest  in  new 
hardware  and  software  through  in-depth  reviews.  Ciet 
practical  home  and  business  apphcations.  along  with 
hints  and  tips  from  the  experts  to  help  you  get  tlie  most 
from  your  Commodore  computer. 
Plus,  in  ever>'  issue,  you'll  receive  free  programs  — 
games  and  useful  applications  —  you  can  type  in  and 
use  right  away. 

If  you  subscribe  or  renew  your  subscription  ntiw  you'll 
get  our  lowest  price  ever  —  just  $19-95  (That's  a 
whopping  44%  off  the  newsstand  price  of  535.40). 
We'll  send  you  a  full  year  ( 12  issues  total )  of 
Commodore  Magazine. 

MAIL  TO: 

Commodore  Magazine 
Subscription  Department 

1200  Wil.son  Drive 

West  Chester.  PA  l93H()-999() 

OR  CALL  (800)  345-8112  (TOLL  FREE) 
TO  SUBSCRIBE  TODAY. 
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Turn  your  Amiga  keyboard  Into  a  simulated  Casio  ™  keyboard 
player! 

•  compose  and  play  music  with  a  siate-ol-art  screer]  display  with  a 
complete  set  of  buttons,  sliders,  counters,  S  metronome 

•  select  several  playing  modes,  including  solo,  one-button 
chording,  arpegglation,  and  rhythm 

•  save  scores  in  IFF  standard  SMUS 
(Simple  Music  Score)  format 

■  includes  a  JukeBox  mode  to 
load  and  play  scores 
automatically 

•  advanced  editing  capability 


I  : 


$49.95 


Bitaac 
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Play  the  world  Grand  Prix  tennis  circuit! 

•  3D  graphics,  digitized  sound  &  over  300  frames  ot  animation 

•  meet  the  challenge  of  dillerent  opponents,  each  with  his  own 
playing  style  &  characteristics 

'  compete  against  them  in  the  Wimbledon, ___ 

French,  US  and  Australian  Opens  / 

•  play  with  wood,  metal  &  graphite  racquets 
strung  at  a  variety  ot  tensions 

'  protest  line  calls 


new  version  works  v/ith  Kickstart  1.2 

$49.95 


^'^1^ 


Temis 
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Infinity  Software  Is  committed  to  excellence  in  software  lor 
the  Amiga! 

Also  available  now: 

Another  first— GO  for  the  Amiga™:  the  Oriental  Game  of 
Strategy  •  /e(s  you  play  against  the  computer  or  a  Iriend 

•  features  sound  &  3-D  board  •  plays  at  the  18  kyu  level  for 
novices  and  intermediate  players  with  handicapping  •  save  and 
annotate  games  •  replay  lamous  games  from  go  masters- 
$39.95 

Coming  soon: 

Finance  Manager  for  the  Amiga™:  the  first  home  financial 
management  program  •  lets  you  manage  your  checkbook 

•  prepare  for  taxes  •  create  income  statements  •  make  important 
financial  decisions  •  plus  much,  much  more! 


I  ^' 


I    N   F   I   N    I 

■■^^^^^■iiiiiiiiiiti  I 

Infinity  Software,  Inc. 
1144  65tti  Street,  Suite  C 
Emeryville,  CA  94608 
415/420-1551 

f^1987,  !nftr>fiy  SclMare.  Mc 
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Didn't  Know  You  Could 
With  a  IN/iodem! 

The  Weird  and  Wonderful  World  of 
Eleofronio  Bullefin  Boards 


"You  are  entering  another 
dimension.  A  dimension  of  time, 
space,  mind... and  beyond.  But 
ftiis  is  not  ttie  realm  of  imagina- 
tion. Ttiis  is  reality  or  more  pre- 
cisely, a  little  known  and  less 
understood  corner  of  reality,  a 
land  whiere  things  work  a  little 
differently  than  what  we'd 
expect.  A  reality  twisted  this 
way  and  that  by  our  percep- 
tions and  misperceptions.  A 
reality  that  remains.. undefined. 
This  is  not  the 
Twilight  Zone" 

r 


by  Dan  Gutman 


No,  it's  the  opening  screen  on  ParaNet, 
an  electronic  bulletin  board  system 
in  Arizona  that  concentrates  on  UFOs, 
ghosts,  ESP,  astral  projection,  reincarna- 
tion, and  other  paranormal  goings-on. 
Anyone  with  a  personal  computer  and  a 
modem  can  have  a  close  encounter  with  it 
by  dialing  602-837-0062. 

Last  year  I  wrote  a  book  called  /  Didn't 
Know  You  Could  Do  THAT  With  A  Com- 
puter! It  was  about  "weirdware"  —  ofiF-the- 
wall  computer  programs.  You  know  what  I 
mean  —  programs  that  hypnotize  you, 
help  you  mix  a  drink,  strange  things  like 
that.  The  really  good  stuff  that  we  never 
hear  about  because  the  computer  maga- 
zines would  rather  review  the  ten  mil- 
Month  new  word  processor  on  the  market. 
i"^     I  thought  I  had  dug  up  the  weirdest, 
"  strangest,  and  goofiest  things  anybody 
would  ever  want  to  do  with  a  computer. 
But  I  was  wrong.  If  you  really  want  weird, 
you  have  to  dive  headfirst  into  the  amaz- 
ing land  of  electronic  bulletin  board 
systems. 

BBS's,  they  call  'em. 

If  you're  not  familiar  with  this  strange 
subculture  festering  out  there,  we  should 
explain  what  a  BBS  is.  You  know  the  cork 
bulletin  boards  they  have  in  supermar- 
kets? Yeah,  the  ones  they  put  by  the  exit 
door  so  that  if  you  stop  to  read  it  you 
get  in  everybody's  way.  Imagine  a 
bulletin  board  you  can  read 
off  the  screen  of  your 
Commodore.  Imagine 
that  you  can  read  a 
message  on  this  board, 
even  though  the  person 
who  posted  it  is  a  thou- 
sand miles  away.  And 
imagine  that  you  can 
post  a  message  that 
people  all  over  the 
country  can  read. 


Okay,  stop  imagining  for  a  minute. 
These  things  exist.  At  last  count,  there 
were,  more  than  2,,500  electix)nic  bulletin 
boards  operating  in  the  U.S.  and  Canada. 
Anyone  with  a  computer  and  modem 
hooked  up  to  their  telephone  line  can  log 
on  and  exchange  comments,  tips,  an- 
nouncements, and  gobs  of  free  software 
with  people  who  shai"e  their  interests. 

We're  not  talking  about  "information 
networks"  here.  CompuServe,  GEnie, 
QuantumLink  and  the  others  are  gi-eat, 
but  they  cost  you  between  $5  and  $25  per 
hour.  They're  run  by  big  companies  like 
General  Electric  and  H  &  R  Block.  Bulle- 
tin boards  ai-e  more  relaxed,  informal,  and 
usually  free.  On  the  house.  Gratis.  You 
just  pay  for  the  phone  call. 
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A  BBS  is  not  as  slick  as  an  information 
network.  A  guy  who  mns  a  BBS  (called 


the  "sysop,"  for  system  operator)  may 
close  the  board  down  for  a  week  simply  be- 
cause he's  not  in  the  mood.  The  informal- 
ity is  part  of  the  charm.  Sysops  aren't  in  it 
for  the  money.  There  usually  isn't  any. 
It's  love. 

Don't  Call  a  BBS  from 
the  Shower 

You  won't  find  anything  like  the  Ed 
Gem  Data  Dating  service  (213-654-5587) 
on  any  of  the  major  information  networks. 
Few  callers  to  this  Los  Angeles-based 
BBS  are  aware  that  Ed  (3ein  was  the  Wis- 
consin nutball  that  the  Hitchcock  movie 
Psycho  was  based  on.  Why  this  bulletin 
board  is  named  in  honor  of  Ed  is  any- 
body's guess,  but  the  various  areas  of  the 
board  are  called  "graveyards." 

A  new  user  is  informed,  "This  board  is 
dedicated  to  electronic  entertainment,  and 
the  exchange  of  information — serious,  ba- 
nal, pointier,  smutty— you  name  it,  you 
can  do  it  here." 

It's  basically  a  matchmaking  service. 
You  Ic^  onto  the  system  and  answer  ques- 
tions about  yourself,  revealing  your  age, 
height,  weight,  gender,  and  sexual  prefer- 
ence. The  computer  matches  your  answers 
up  with  other  callers  who  best  fit  the  de- 
scription of  what  you're  looking  for.  Then 


you  can  send  those  people  electronic  mail 
and  make  arrangements  to  meet  face-to- 
face. 

If  you  call  Ed  Gein  Data  Dating,  here 
is  one  of  the  questions  you'll  be  asked  to 
answer 

OK.  So  you  want  to  know  more  about 
me.  Well  I  look  like... 

a.  Death  warmed  over.  You  still  inter- 
ested? 

b.  A  Val.  Just  a  sec. .  .gotta  puU  up  my 
sweatshirt.  Oh  my  God! 

c.  Hold  on,  my  mirror's  right  here.    ^■ 
Yes,  Tm  beautiful.  C^ 

d.  Oh,  pretty  much  your  average  looker 

e.  Do  you  really  care  that  much  about 
appearance? 

f.  I  am  like  God's  gift  to  man.  You  bet- 
ter be  a  hunk! 

g.  You  can  see  for  yourself  Got  a  copy  of 
last  month's  Playgirl? 

h.  Actually,!  wear  contacts, 
i.    Well. .  .last  night  my  date  asked  for 
double  bags  at  Hughes. 

Get  the  idea?  Bulletin  board  match- 
making services  are  all  over.  If  you  like 
Ed  Gein  Data  Dating,  you  may  also  enjoy 
Affection  Connection  (805-527-7464), 
Plain  Brown  Wrapper  (619-574-6857), 
Dial-Your-Match  (415-9914(X)0)  or  Luv 
Connection  (213-663-6886). 

Maybe  your  tastes  run  a  little  wilder.  If 
you  want  to  really  let  your  fantasies  run 
wild,  take  a  cold  shower  and  call  IsleNet 
(718-448-9119)  some  night  It  was  rated 
"one  of  the  livelier  erotic  BBS's"  in  Info- 
mania.  Keep  getting  busy  signals?  TVy 
Sex  World  (516-385-9310).  (Jay-only  boards 
such  as  Christopher  Street  (201-992-5660) 
and  MicroSlut  (415469-8111)  are  very 
popular. 

A  couple  of  years  back  there  was  even  a 
board  in  California  specifically  for  trans- 


vestites.  It  was  called  (jendemet.  Cross 
dressers  could  find  social  centers,  thera- 
pists, information  about  state  laws  and 
yes,  places  to  shop.  The  number  has  since 
been  discormected. 

Different  Keystrokes  for 
Different  Folks 

There's  a  BBS  out  there  for  everybody— 
peaceniks,  Jesus  fineaks,  astrologers,  Nazis 
and  child  molesters.  I  kid  you  not.  If  you 
look  hard  enough,  youll  find  a  board  for 
every  hobby,  occupation,  kink,  or  religion. 


Sure,  it's  fim  to  break  into  govenmient 
data  bases,  change  your  grades  on  your 
school  computer  and  disrupt  the  orbit  of 
military  satellites.  But  there's  more  to 
telecommunications  than  that  Here  are  a 
few  BBS's  that  you  might  be  interested  in 
calling: 

International  Collectors  Network 

(213-2(M-{Myl6) 

Got  an  early  Pete  Rose  baseball  card  to 
sell?  How  about  an  old  Beatle  wig?  ICN  is 
an  electronic  swap  shop  and  flea  market 
for  all  sorts  of  collectibles.  The  board  also 
posts  a  schedule  of  swap  meets  fitim 
around  the  country. 

Mensa  BBS  (3(6-^12-1861) 

People  who  can  qualify  for  membership 
in  any  of  three  high-IQ  organizations  can 
get  to  know  each  other  on  Molly  and  Pops' 
board.  You  can  also  discuss  classic  cars 
with  Pops. 


AmNet  (303-223-1297) 

James  Cherry  uses  his  bulletin  board  to 
pull  together  information  from  more  than 
a  dozen  animal  rights  organizations.  An- 
other featm?  is  Petscan,  a  list  of  informa- 
tion on  the  care  and  feeding  of  various 
pets. 

The  Alliance  Francais  BBS 

(803-585-8575) 

This  may  be  the  first  bilingual  bulletin 
board.  It  was  started  by  'Tascal  Roy,"  who 
came  to  the  U.S.  &x)m  France  to  run  a 
spinning  mill  in  South  Carolina.  Most 
callers  speak  English,  but  there  are  lots  of 
features  in  French,  like  a  French  cross- 
word game. 

Doc-In-The-Box  (216-368-3888) 

The  doctors  at  Case  Western  Reserve 
University  School  of  Medicine  still  make 
house  calls — electronically.  Dial  up  St.  Si- 
licon's Hospital  and  Information  Dispen- 
sary and  you  can  ask  the  docs  medical 
questions. 

AdventureLand  (606-271-0558) 

According  to  Questbusters,  the  voice  of 
adventure  gaming,  'T)oug  Rogers'  Adven- 
tureLand is  an  excellent  BBS  devoted  to 
the  genre,  offering  plenty  of  hint  files, 
messages,  and  over  100  user-written 
games."  QuestBusters  also  recommends 
The  Dungeon,  run  by  a  man  named  Norm 
Marks  in  Pennsylvania.  The  BBS  number 
is  717-235-1747.  Also  try  Greyhawks  Gal- 
lery (718-848-5673),  which  is  dedicated  to 
Dungeons  and  Dragons  and  other  adven- 
ture games. 

The  Hotline  (818-7664442) 

There  are  a  lot  of  game  players  who 
have  no  interest  in  slaying  grubs  and  es- 
caping from  multilevel  dungeons.  If  you 
love  computer  games,  try  The  Hotline, 
run  by  the  folks  at  Computer  Entertainer 
magazine.  They've  got  reviews  of  all  the 
latest  games,  news,  sales  figures,  and  gos- 
sip. The  Hotline  is  also  a  great  resource  to 
buy  computer  games  at  discount  prices. 
You  just  order  the  title  online  and  it's  de- 
livered to  you  in  a  few  days  via  mail  order 

Hamnet  (718-698-7875) 

Emphasis  on  amateur  radio  groups  and 
ham  radio. 


Photo-80  (201-790-67<t5) 

This  BBS  is  geared  for  shutterbugs.  If 
you  need  tips  on  buying,  selling  or  trading 
photo  equipment,  this  is  the  place  to  call. 

Children's  Television  Workshop 
(212-595-4588) 

Created  by  the  same  people  who  gave 
us  Sesame  Street  and  3-2-1  -Contact,  this 
board  is  for  kids,  adults  who  have  kids, 
and  adults  who  teach  kids.  There's  a  mes- 
sage base  where  all  three  can  exchange 
ideas  and  information  about  public  televi- 
sion and  education. 

The  Ward  Board  (312-849-6279) 

You  owe  it  to  yourself  to  call  this  board 
for  the  simple  reason  that  it  is  acknowl- 
edged to  have  been  the  first  BBS  in  the 
world.  The  fact  that  it's  still  running  today 
is  astounding.  It  was  created  back  in  the 
dark  ages  of  1978  by  two  guys  in  Chicago, 
Ward  Christensen  and  Randy  Suess. 
Christensen  went  on  to  achieve  fame  and 
fortune  by  designing  the  "XModem"  pro- 
toojl  for  transmitting  text. 


The  Audiophile  Network 

(818-988-(H52) 

Like  it  says,  this  BBS  is  for  audio- 
philes — people  who  can't  get  enough  ste- 
reo, CD,  and  video  equipment.  Sysop  Guy 
Mickey  tells  you  where  you  can  listen  to 
high  end  stereo  components  or  purchase  a 
blow-your-ears-out  set  of  speakeis  cheap. 

Boston  Computer  Society 

(617-786-9788) 

Founded  in  a  schoolroom  by  a  13  year- 
old-boy,  BCS  now  boasts  over  20,000 
members.  It's  one  of  the  largest  user 
groups  in  the  world.  This  BBS,  naturally, 
is  one  of  the  best  when  it  comes  to  overall 
depth  of  material. 

Pavlov's  Cat(213-;}06-1172) 

Based  in  Venice,  California,  this  board 
specializes  in  insanity,  UTeverence,  and  off 
the  wall  humor 

Wildlife  Educational  Bulletin  Board 

(513-382-2763) 

News  and  information  about  wildlife 
and  conservation. 


Peacenet  (415-896-0893) 

This  one  is  run  by  the  Disarmament 
Resource  Center  in  San  Francisco. 
They're  dedicated  to  using  technology  to 
support  peace  throughout  the  world.  Call 
this  one  if  you  want  to  find  out  the  distri- 
bution of  ICBMs  in  Europe, 


Computers  For  Christ  (108-997-2790) 

Located  in  San  Jose,  California,  this 
board  aims  to  estaWish  a  scientific  foun- 
dation for  the  Bible.  You  can  read  all 
kinds  of  Christian  writing,  such  as  "How 
lb  Be  Bom  Again"  and  "Mathematical 
Phenomena  That  Exist  Only  in  the 
Bible- 
Warning:  These  folks  are  serious  in 
their  fundamentalist  beliefs.  Last  year 
they  went  so  far  as  to  advocate  a  boycott  of 
The  Flintstones  TV  show.  Fred  Flintstone, 
it  seems,  was  a  spokesperson  for  7-11 
stores,  which  sell  Playboy  and  Penthouse! 
It  takes  all  kinds. 

Baha'i  BBS  (30:U19-:3.3()6) 
For  people  who  believe  in  the  Baha'i 

religion. 

Golfsoft  (612-941-8519) 

Golf  tips,  schedules  and  other  informa- 
tion for  duffers. 


\ 


Logopolis  (312-296-7782) 

Dr.  Who  fans  have  found  a  home.  This 
boai-d  is  a  combination  fan  club,  book- 
store, and  just  about  everything  you'd 
ever  want  to  know  about  Whomania.  Ac- 
tually, this  is  one  of  many  Dr.  Who  boards. 
Many  computer  people  are  also  science 
fiction  level's. 

Dickinson's  Movie  Guide  (913-432-55.44) 

Synopses,  rating,  reviews,  feature 

Continued  on  pg,  82 
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-r**T  ♦C^OMMODORE  64  and  AMIGA^Ot  •G^ 

Jg  .<aWBVIl€Sj<€<2Wi'Hfef  s  co; 


Commodore  Magazine  is  sponsoring  our  third  Graphics  Contest.  This  year  we  have  added  an 
f   Amiga  categor/  for  aspiring  Amiga  artists  out  there,  in  addition  to  the  Commodore  64  category. 
Winners  will  receive  a  cash  prize  and  the  winning  graphics  screens  will  be  published  in  the 
June,  1988  issue  of  Commodore  Magazine. 


e 


p^^ 


^^ 


Commodore  64  Category  Prizes 

Grand  Award:  S500  and  Publication  in  Commodore  Magazine  ' 
Five  Runners  Up:  $100  and  Publication  in  Commodore  Magazine 
Honorable  Mention:  Publication  in  Commodore  Magazine 


Amiga  Category  Prizes 

Grand  Award:  $500  and  Publication  in  Commodore  Magazine 
Five  Runners  Up:  Si  00  and  Publication  in  Commodore  Magazine^ 
Honorable  Mention:  Publication  in  Commodore  Magazine 

GRAPHICS  CONTEST  RULES    ^^^  • '■       .»  *   Ww    »l 

1.  This  contest  is  strictly  (or  amateur  artists.  Anyone  wfia  derives  more  tlian  10%  ol  their  annual  income  irom  the  sale  of  original 
artwork  is  ineligible, 

2.  Employees  of  Commodore  Magazine,  Inc.,  Commodore  Business  Machines,  Inc.,  Commodore  Electronics  Ltd.,  Commodore 
International  Ltd.,  their  advertising  and  promotional  agencies  and  their  immediate  families  are  not  eligible  to  enter  this  contest. 

3.  Each  entry  must  be  wholly  the  product  of  the  developer  in  whose  name  the  entry  has  been  submitted.  Copyrighted  images  are 
not  eligible.  This  includes  record  album  covers,  movie  figures,  famous  paintings  and  cartoon  characters.  Outside  assistance  is 
expressly  prohibited  and  will  provide  cause  for  disqualification 

4.  A  maximum  ol  two  screens  per  person  is  allowed.  You  may  submit  either  two  screens  for  one  computer  or  one  screen  tor  each 
computer.  If  a  contestant  submits  more  than  two  screens  lor  consideration,  all  of  ttiat  person's  entries  will  be  invalidated. 

5.  All  entries  must  be  submitted  on  disk.  1541  formal  for  the  Connmodore  64  and  3.5-inch  format  for  the  Amiga,  with  the  following 
marked  clearly  on  the  disk's  label;  ^      _^_  JBi^m  im     ^  ^  ^^ 

a.  Contestant's  name,  address  and  phone  number  -<^  ^^^         H^^>  ^     WW^M 

b.  Picture  litle(sl  —  ^^*  ■        -^  -■  ■  ^^ 
C-  Graphics  padtage  or  programming  aid  used  to 

create  the  graphics 
d.  The  words   GRAPHICS  CONTEST " 
A  photo  of  the  screen  display  or  a  printed  copy  of  the  screen  does  not  constitute  an  acceptable  entry 

6.  Mail  entries  before  January  31,  1988  to  Commodore  Magazine.  1200  Wilson  Drive,  West  Chester,  PA  19380.  ATTN: 
GRAPHICS  CONTEST. 


•  Jlf^^S  ^^^  I 
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GENERAL  CONOmONS 

>  Graphic  screens  are  judged  on  originality,  creativity  and  best  use  ol  tfte  computer's  unique  graphics  features, 

>  Entries  will  be  ludged  by  the  staff  ol  Commoctore  Magazine. 
'  Make  sure  your  mailer  will  protect  your  disk  from  damage.  Affix  sufficient  lirst-class  postage.  Mail  your  disk  and ttie  official  entry 

tjlanK  to  the  address  shown  above  in  time  to  reach  us  by  the  January  31. 1988  deadline. 

>  Entries  Become  the  property  of  Commodore  Magazine,  which  resen/es  the  right  to  adapt,  use  or  publish  all  entries  received.  No 
disks  will  be  returned,  so  be  sure  to  make  a  copy  of  your  entry  before  you  submit  it  to  the  contest. 

>  Non-winning  entries  will  not  be  acknowledged  Winners  will  be  notilied  by  February  28,  1988.  Taxes  on  cash  prizes  are  the  * 
winners'  resoonsibi  lilies. 


*< 


rs  resQflnsibilil 


PLEASE  PRINT 


NAME  

ADDRESS 

CITY 

AGE 


.PHONE 


-  STATE , 


.ZIP. 


.  SIGNATURE 


PARENFS  SIGNATURE  (IF  CONTESTANT  IS  UNDER  18) 
PICTURE  TITLE  #1 


. COMPUTER . 


GRAPHICS  PACKAGE  OR  PROGRAMMING  AID  USED 

PICTURE  TITLE  #2 


.COMPUTER. 


GRAPHICS  PACKAGE  OR  PROGRAMMING  AID  USED 


c 


DEADLINE  FOR  ENTRY:  JANUARY  31, 1988.  MAXIMUM  2  SCREENS  PER  CONTESTANT. 
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AMIGA  500  A-Z 

Continued  frvm  pg.  SO 

stories,  and  credits  of  old  and  new  movies. 

This  one  is  for  real  film  fanatics. 

Loonieiand!  ( l(M-9;il-(i<;i7) 

Nothing  special  about  this  BBS.  I  just 
liked  the  name.  If  you  feel  the  same  way, 

Don't  Stop  Here 

There's  a  good  chance  that  some  of  the 
boards  mentioned  in  this  aiticle  will  be  off 
the  airwaves  by  the  time  the  magazine  is 
printed.  The  average  life-span  of  a  BBS  is 
only  thi-ee  months,  according  to  Mike 
Cane,  author  of  T/ic  Computer  Phone 
Book. 

One  way  to  keep  on  top  of  them  is  to 
subscribe  to  Ric  Manning's  Bulletin  Board 
Systems,  which  costs  $26.50  for  eight  is- 
sues. Contact:  Meckler  Publishing,  11 
Ferrj'  Lane  West,  Westpoit  CT  06880.  An- 
other resoui"ce  is  GJ  Innovations,  P.O.  Box 
6,  Gamerville  NY  10923.  They  sell  a  na- 
tionwide list  of  BBSs  for  $3.75.  You  can 
also  fmd  lists  in  computer  magazines  and 
on  the  BBSs  themselves. 

Interested  in  starting  your  own  BBS? 
Kira  Corporation  makes  a  package  called 
Syntech  Bulletin  Board  System  Construc- 
tion Set  that  will  turn  yom-  plain  old  Com- 
modore 64  into  a  real  BBS  for  just  S49.95. 


you  might  also  want  to  call  Moondoggie 
Animal  House  (513-683-2403). 

And  that  doesn't  even  scratch  the  sur- 
face. Tblecommunications  expert  Alfred 
Glossbrenner  says,  'The  impact  of  the 
BBS  phenomenon  has  yet  to  be  felt,  but 

You  can  contact  them  at  P.O.  Box  129, 
Kutrtown,  PA  19530,  or  215-633-5699. 

The  GEnie  Roundtable  For  BBS  Sysops 
and  Users  boasts  800  live  files,  including 
everything  you  could  possibly  need  to 
start  and  operate  a  BBS.  Thousands  of 


it's  coming.  When  it  arrives,  it  will  sweep 
the  nation."  If  you  haven't  dialed  up  your 
first  bulletin  board  yet,  get  with  it!  There's 
an  electronic  candy  store  out  there  at 
your  fingertips.  Why  wait  for  the  rest  of 
the  world  to  discover  BBS  and  rain  it?  Get 
in  on  the  revolution  while  it's  being  bom. 

people  log  on  every'  month.  They  also  post 
BBS  phone  lists,  BBS  reviews,  and  infor- 
mation about  the  latest  BBS  publications. 
Best  of  all,  it's  a  great  way  to  meet  BBS 
lovers  nationwide.  Sysops  Brian  Raub 
and  Mark  Pinkstone  host  a  BBS  Real 
Time  Conference  eveiy  Monday  night 
at  ten  o'clock  Eastern  Standard  Time. 
Here  are  a  few  books  you  should  look  at: 

Infomania:  The  Guide  to  Essential  Elec- 
tronic Services,  Elizabeth  Ferraiini, 
Houghton  Mifflin,  1985. 

The  Complete  Handbook  of  Personal 
Computer  Communications,  klfcoA  Gloss- 
brenner,  St.  Martin's  Press,  1985. 

National  Directory^  of  Bulletin  Board 
Systems,  Ric  Maiming,  Meckler  Publish- 
ing, 1985. 

The  Computer  Phone  Book:  Directory  of 
Online  Systems,  Mike  Cane,  New  Ameri- 
can Libraiy,  1986.  Q 


Abacus  Best  Selling  Software 


Now  anybody  can  give 

their  BASIC  programs  the 

speed  and  power  to  lly! 


for  your  COMMODORE'computer 

Cadpak 

Computer  aided 

design  and 
drawing  software 

Now  works  with 
the  1351  mouse 


Now  anyone  can  speed  up  their  BASIC  programs  by  3  to  35 
times!  Basic-64  and  Basic-12S  easily  convert  your  programs 
into  fast  machine  language  or  speedcode  (takes  up  less  space 
yet  protects  your  programs  from  prying  eyes)  or  a  mixture  of 
both.  You  can  even  compile  progrms  written  with 
extensions— Simon's  Basic,  ViCTREE.  BASIC  4.0,  VideoBasic 
and  others.  When  the  compiler  finds  an  error,  it  just  doesnt 
slop,  but  continues  to  find  any  other  errors  as  well.  Supports 
overlays  and  has  many  other  options.  128  version  works  in 
FAST  mode  and  allows  you  to  use  all  128K  of  memory.  If  your 
program  walks  or  crawls,  give  it  the  speed  to  RUN! 
forC-64    $39.95  forC-128  $59.95 

Call  now  for  the  name  of  your  nearest  dealer.  Or  order  direct  by 
calling  (616)  241-5510.  Add  $4.00  per  order  for  shipping  and 
handling.  Foreign  add  $12.00  per  item.  Other  books  and 
software  also  available.  Call  or  write  for  your  tree  catalog. 
Dealers  inquires  welcome — over  2000  nationwide.  Commodore 
is  a  registered  trademark  of  Commodore  Electronics  Ltd. 


Design  ptetures  and  graphics  qurekly  and  precisely.  Unlike  other 
drawing  programs,  you  can  produce  exact  scaled  output  on  your 
printer.  Design  in  the  units  of  your  drawing  problem  (feet,  miles, 
meters,  etc.)  and  send  hardcopy  to  most  printers.  Uses  either 
the  keyboard,  lightpen  or  1351  mouse.  Two  separate  work 
screens — transfer  artwork  from  one  screen  to  the  other.  Place 
text  in  four  sizes  anywhere — three  extra  fonts  included:  Old 
English,  3-D  and  Tech.  Tiy  Again"  functions  allows  you  to  undo 
a  mistake.  Solid  or  dashed  lines,  circles,  ellipses  at  any  angle, 
rays  and  boxes.  Save  and  edit  fill  patterns,  fonts  and  objects. 
Cadpak  is  the  full-featured  design  package  for  your  computer. 
forC-64     S39.95  for  C- 128  $59.95 


Abacus 


P.O.  Box  7219,  Dept.  MB 

Grand  Rapids,  Ml  49510 

Telex  709-1 01  •  Telefax  616/241  -5021 

Phone  (616)  241-5510 
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ADVANTAGE 


HARD  DISK  DRIVES 

FOR  COMMODORE  C-64  Sl  C-1  20  Computers 


NOW  IEEE-488  COMPATIBLE  TOO! 

•  C-1  2B  Compatible  w/fast  serial  S,  burst  mode. 

•  Operates  at  2mhz  on  a  C-B4- 

•  Fast  Transparent  Openation. 

•  Built  in  1  571   Floppy  Drive. 

•  Supports  ail  2.0  to  7.0  DCS  Commands 

•  Runs  CP/M  w/  multi  Device  recognition  A-S...D-1  1 

•  Dual  Serial  Ports 

•  Device  Selectable  S-1  1  or  B-3D  Software,. 

•  Ma  special  Interface  required. 

•  Utilities  Disk  Included 

•  Built  in  I.C.T.  Turbo  Loader  for  C-SA  Operation. 

•  Complete  operating  manual.. 

•  1  Year  Full  Warranty. 

•  Support  BBS  on  line-24hrs  daily  301  -371 -402G. 


MINI  CHIEF^ 


so  Meg 

MODEL  MC-20 


.oo 


aO  MB  housed  in  a 
Commodore  1  ST"!  Enclosure 
with  Floppy  Drive  with  Fan 
Coaling  S.  External  Power  Supply 


DATA  CHIEF 


20Meg+     QBS8.0Q 

MODEL  HFD-20 

FACTORY  40  MEG 
MODEL     HFD-40 


$  1295.00 


20  MB  Expandable  System  with 
A  Commiodore  1  5"71  'Floppy  Drive 
in  a  PC  Style  Enclosure  and  a     35 
Watt  Fan  Cooled  Power  Supply. 


20  MEG  EXP   KIT         $450 


To  order;  Call:  301  371 -<^000  or 

Send  check  or  money  order  to: 

InConTrol  Inc. 

P.O.  BOX  B63 

MIDDLETQWN,  MD.  21  7B9 
Deafer  inquiries  Invited  --  Maryland  Residents  add  5%  Sales  Tax 


;-c-e-a.  C-1  sea  1571  are  trademarks 

OF  COMMDDDRE  ELECTRONICS  LTD. 
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COMPUTER  TUTOR' 


A  Look  at  lisp 

Here  is  a  short  introduction  to 
Lisp  with  small  BASIC  program 
which  has  some  of  the  properties 
ofLisp. 


Artificial  Intelligence  (AT)  is  concerned 
Lwith  giving  human  intelligence  to 
computei-s.  AI  progi-ams  try  to  express  hu- 
man thinking  in  temis  of  objects  which 
computers  understand.  Since  all  such  pro- 
grams seem  to  require  certain  common 
features,  several  programming  languages 
have  been  developed  for  AI  tasks.  The 
main  language  cmTently  in  use  for  AI 
programming  is  Lisp. 

lisp  stands  for  "list  processing."  It  is 
one  of  the  oldest  computer  languages,  Its 
name  indicates  the  feature  which  distin- 
guishes Lisp  fixim  most  languages:  pro- 
cessing lists  of  objects.  Lisp  computation 
does  not  deal  with  numbers  or  character 
strings  as  heavily  as  BASIC.  It  is  not  im- 
possible to  use  BASIC  or  FORTRAN  for 
Artificial  Intelligence  programming,  but 
difficulties  arise  with  their  use.  This  diffi- 
culty comes  hvm  the  way  we  think.  Our 
thinking  tends  to  be  somewhat  disorgan- 
ized, while  computer  work  well  with  or- 
ganized data.  Computer  languages  like 
BASIC  are  best  suited  for  tasks  where 
data  can  be  organized  acconiing  to  the 
computer's  expectations.  Usually  this 
means  we  must  organize  the  aspects  of  a 
problem  into  tables  of  fixed  size.  Our  intel- 
lectual activities  cannot  always  be  so  or- 
ganized. Thus  a  language  for  AI  program- 
ming must  have  a  way  of  dealing  with 
lists  of  all  kinds  of  objects. 

Lisp  handles  this  requirement  adeptly 
by  treating  all  objects  as  Hsts.  Lisp  builds 
a  thinking  mechanism  fixim  a  few  basic 
operations  on  hsts.  The  use  of  Lisp  in  cre- 
ating a  thinking  mechanism  can  be  seen 
in  the  way  logical  rules  ai^  interpreted  by 
progi-ams  called  Ex-pert  Systems.  You  can 
see  how  Lisp  uses  jts  list  operations  by 
looking  at  the  way  some  simple  expert 
systems  are  designed.  Such  systems  can 
be  considered  to  be  intelligent  because 
they  have  some  human  intelligence.  One 
of  the  examples  of  such  a  progi-am  is  a  di- 
agnostic program  to  find  out  why  a  car 
will  not  start  on  a  cold  winter  morning. 
("We  don't  know  why  this  example  is  a  fa- 
vorite with  several  AI  experts.  Perhaps 


Lisp  stands  for  "list 
processing."  It  is  one  of  the 
oldest  cormputer  languages. 

they  have  temperamental  old  cars.) 

For  example,  if  a  mechanic  changes  the 
spark  plugs  on  a  cai;  he  or  she  may  be  us- 
ing some  diagnostic  information  and 
drawing  a  conclusion  which  connects  the 
car's  problems  to  the  spark  plugs.  The  di- 
agnostic information  is  often  available  to 
anyone.  The  knowledge  of  a  mechanic  is 
condensed  into  some  rules  which  connect 
this  information  to  conclusions. 

If  a  program  is  provided  with  the  rules 
used  by  an  expert  mechanic  then  presum- 
ably this  program  can  use  these  rules  to 
foiTn  conclusions.  This  will  be  an  intelli- 
gent program  because  it  can  simulate  an 
intelligent  mechanic.  In  oi-der  to  form  con- 
clusions, this  program  will  perfoiTn  logical 
deductions.  This  logical  deduction  can  be 
programed  in  Lisp. 

Lisp  perfoims  logical  deduction  using 
some  simple  operations  on  lists  of  i-ules. 
The  most  fundamental  of  these  operations 
simply  obtains  the  first  element  of  a  given 
list.  Another  fundamental  operation  ob- 
tains the  pari  of  the  list  which  remains 
after  removing  the  fii-st  element.  We  shall 
first  describe  these  operations  and  later 
see  how  these  operations  can  be  used  to 
perfoim  logical  deductions. 

Lists  in  Lisp  are  written  as  collections  of 
individual  objects  separated  by  spaces  and 
enclosed  within  parentheses.  The  individ- 
ual objects  may  be  numbers  or  words. 
Lists  can  contain  other  lists.  For  example, 
all  of  the  following  are  lists  in  Lisp; 
(1  2.5  ALPHA  OMEGA) 
((ENGINE  WONT  START)  (IF) 


by  Thomas  John  and  Royce  Schrieber 


(BATTERY  IS  DEAD)) 

Incidentally,  Lisp  does  not  know  that 
the  second  list  above  expresses  an  impor- 
tant fact  while  the  first  list  has  no  mean- 
ing. %  Lisp,  both  lists  above  are  simply 
lists. 

The  first  operation  on  lists  we  shall  see 
is  the  CAR  operation.  The  word  CAR  is 
actually  derived  imm  the  phrase  "Con- 
tents of  Address  part  of  Register."  The 
CAR  operation  obtains  the  first  element 
of  a  list.  The  reason  for  such  a  strange 
name  for  an  operation  which  simply  ob- 
tains the  first  element  of  a  list  comes  from 
the  way  lists  are  handled  in  Lisp.  We  can- 
not go  into  that  here,  but  we  will  describe 
how  CAR  works. 

Suppose  L  is  the  first  list  above.  The 
(CAR  L)  will  be  L  If  L  is  the  second  list 
above  then  (CAR  Ll  will  be  the  list 
(ENGINE  WONT  START).  If  L  is  the  list 
(ENGINE  WONT  STARTI  then  (CAR  L) 
will  be  the  word  ENGINE.  CAR  applies 
only  to  lists.  You  cannot  take  the  CAR  of  a 
word  like  ENGINE. 

CDR  is  an  operation  which  comes  with 
CAR.  The  CDR  of  a  list  is  the  part  of  the 
list  which  remains  after  removing  the 
first  element.  CDR  is  pronounced  as  some- 
thing like  "kould-her."  It  is  derived  from 
the  phrase  "Contents  of  the  Decrement 
part  of  Register"  Again  the  reasons  for 
this  name  are  connected  to  the  internal 
representation  of  lists  in  Lisp.  There  is  a 
connection  between  CAR  and  CDR  which 
accounts  for  their  similar  names. 

Tb  see  how  the  CDR  works,  suppose 
that  L  is  the  first  list  above.  Then  the 
CDR  of  L  will  be  the  list  (2.5  ALPHA 
OMEGA).  For  the  second  list  above  the 
CDR  will  be  ((IF)  (BATTERY  IS  DEAD)). 

Now  let  us  consider  a  list  of  mles  re- 
garding starting  problems  for  cars.  These 
rules  are  merely  for  illustration.  As  every- 
one can  see  they  are  only  a  small  paii  of 
the  rules  for  diagnosing  such  problems. 
We  will  wiite  these  mles  as  a  long  list  of 
conclusions  and  associated  conditions. 

(  ((ENGIM:  WONT  START) 

((BATTERY  IS  DEAD))) 
((ENGINE  WONT  START) 

((THERE  IS  NO  GAS))) 
((ENGINE  WONT  START) 

((BATTERY  IS  GOOD) 

(CABLES  ARE  LOOSE))) 
((ENGINE  WONT  START) 

((THERE  IS  GAS) 

Continued  on  pg.  86 
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(BATTERY  IS  GOOD) 

(FUEL  LINE  IS  BROKEN))) 

We  have  written  this  rule  after  discard- 
ing a  few  unnecessary  words.  For  exam- 
ple, the  third  rule  above  should  be  read 

'ENGINE  WONT  START  IF  BATTERY 
IS  GOOD  AND  CABLES  ARE  LOOSE." 

We  imply  the  IF  and  AND  above  by  the 
way  the  rules  are  written  as  lists. 

In  order  to  diagnose  a  problem  such  as 
whether  ENGINE  WON'T  START,  we 
must  use  Logical  deduction  to  reduce  the 
problem  to  other  conditions.  Lisp  simu- 
lates this  process  using  CAR  and  CDR.  It 
first  finds  the  List  of  rules,  as  above, 
which  deal  with  engine  starting  problems. 
If  L  is  a  List  of  rules,  then  the  required  Hst 
of  rules  is 

(CAR  (CAR  (CAR  L)))  is  (ENGINE 
WONT  START). 

After  finding  the  required  list  of  rules 
we  can  pick  of  the  first  rule  in  this  list  by 
using  (CAR  L).  The  list  of  situations 
which  apply  to  this  rule  are  given  in  the 
part  of  the  list  following  (ENGINE 
WONT  START)  which  can  be  found  by 
using  the  CDR  on  this  rule.  In  this  case, 
you  can  verify  that  the  list  of  possible 
causes  according  to  the  first  rule,  i.e. 
((BATTERY  IS  DEAD))  is  (CAR  (CDR 
(CAR  L))i.  If  the  first  rule  does  not  provide 
the  proper  explanation  then  we  can  reject 
the  first  rule  and  proceed  to  the  later  rules 
by  replacing  L  with  the  CDR  of  L. 

lb  summarize,  if  rules  are  expressed  as 
lists  you  need  only  some  operations  on 
lists  to  perform  logical  deduction  using 
these  rules.  Lisp  provides  the  List  oper- 
ations. Since  Lisp  is  specialized  to  handle 
such  operations,  it  manipulates  Lists 
more  efficiently  than  other  languages. 

When  performing  logical  deduction  we 
sometimes  have  to  follow  certain  lines  of 
deduction  which  may  later  turn  out  to  be 
unproductive.  For  example  you  may  sus- 
pect that  a  car  does  not  start  because  of  a 
weak  battery.  In  the  next  step  of  this  line 
of  deduction  you  may  use  a  riale  that  a 
battery  is  weak  if  lights  are  dim.  If  it 
turns  out  that  lights  work  normally  then 


this  entire  chain  of  deduction  concerning 
the  battery  has  to  be  abandoned  and  we 
must  go  on  to  new  lines  of  deduction.  This 
kind  of  facility  is  easy  to  program  in  lan- 
guages like  Lisp  where  there  is  a  faciHty 
for  "recursion." 

The  rest  of  this  article  describes  a  small 
BASIC  program  which  has  some  of  the 
properties  of  Lisp.  This  program  creates  a 
system  for  performing  some  logical  deduc- 
tions. 

The  program  performs  deduction  on 
certain  special  collections  of  rules  which 
are  entered  as  DATA  statements  at  the 
end  of  the  program.  The  rules  are  ended 
with  an  asterisk. 

This  program  does  not  have  all  of  the 
list  handling  facilities  of  Lisp.  Because  of 
this  limitation,  each  conclusion  can  be 
made  imrti  only  two  sets  of  premises. 
There  can  also  be  only  two  conditions  in 
each  rule,  lb  illustrate  how  this  program 
works  let  us  consider  the  set  of  rules 
which  are  attached  to  the  program.  In 
these  rules,  we  use  single  letters  to  stand 
for  statements.  For  example,  the  state- 
ment 

DATA  (A)  IF  (B)  AND  (C) 

says  that  "if  B  and  C  are  true,  then  A  is 
true."  Note  that  there  are  only  two  rules 
with  A  on  the  left  side  of  the  IF.  Thus  we 
can  not  add  one  more  rule  which  con- 
cludes A.  Also  not  that  we  cannot  have 
any  rule  with  more  than  one  AND  in  it, 
for  example  (A)  IF  (B)  AND  (C)  AND  ID) 
can  not  be  used  by  this  program.  You  need 
not  have  two  rules  for  each  statement.  For 
example  note  that  there  is  only  one  rule  to 
help  us  conclude  anything  about  B.  We 
need  not  have  two  conditions  in  every 
rule.  It  is  admissible  to  have  a  rule  like 
(C)  IF  (D).  It  is  possible  also  to  have  a  rule 
with  no  fiirther  conditions.  For  example 
(Gl,  says  G  is  true  with  no  conditions.  Ob- 
viously we  need  some  basic  facts  to  help 
us  conclude  anything  using  these  rules. 
The  last  line  of  this  program  says  that  F, 
G,  H  and  I  may  be  considered  to  be  true 
facts. 

This  program  runs  on  a  Commodore  64. 
Enter  this  program  into  a  file  called 
EXPERT.  Now  load  this  progi-am  as  you 
would  load  any  BASIC  program  and  run 


Bcfofc  lyping  ihis  progrsm,  rrid  "How  [o  tnlef  Ptogfams"  jnd  "How  to  Use  the  Migaiinr 
Entr)-  Program."  The  ft^SIC  ptograms  In  this  magazine  are  available  on  dist  ftom  Loailsiar, 
P.O.  Box  }0007,Stircvcport,  LA  7II30-O0O7, 1-800.83I-2694. 


Expert 


100 


DIM  S$(100)  ,R(100,2)  ,T(10(30)  , 
SK% (100) ,Q% (100) 'BQGD 
110  S$(0)="*":I=0:p=0"DLPA 
120  REM  READ  IN  RULES 'BLEA 


130 


140 


150 
160 
170 


it.  The  program  needs  a  few  seconds  to 
"understand"  the  rules  expressed  within 
the  DATA  statements.  Then  the  program 
prints  a  "?"  and  waits  for  the  first 
question  you  want  it  to  answer 
When  this  program  runs  you  can  enter 
i  any  of  the  statements  in  the  rules  as  a 
;  question.  The  program  comes  back  with 
i  an  answer  of  FALSE  of  TRUE.  If  the  an- 
j  swer  is  TRUE,  you  can  enter  WHY.  Then 
j  the  program  will  provide  an  explanation 
for  its  answer  by  proceeding  backwards 
through  its  chain  of  deduction.  Enter  Q  to 
end  the  program. 

For  example  if  you  enter  the  question 
(C) 
The  program  will  print  out 

TRUE 

Tb  see  how  EXPERT  arrived  at  this  con- 
clusion, you  can  now  enter  WHY  in  re- 
sponse to  the "?"  printed  by  the  program 
(you  can  also  enter  another  question  if 
you  wish.)  If  you  enter  WHY,  then  the  pro- 
gram prints  an  explanation  for  its  answer. 
Here  it  will  print: 

(D 

(F) 

(G)  IF  (F)  AND  (I) 

This  means:  I  is  true  according  to  the  last 
DATA  statement  and  so  is  F.  There  is  a 
rule  which  says  that  if  F  and  I  are  true 
then  C  is  also  true.  Thus  we  can  conclude 
that  C  is  true. 

You  can  experiment  with  entering  other 
questions.  For  example  if  you  enter  A  the 
answer  will  be  TRUE.  If  you  now  enter 
WHY  you  will  get  a  much  longer  explana- 
tion. You  can  also  see  what  happens  if  you 
change  the  DATA  statement  in  the  last 
line.  Suppose  you  change  it  to 

870  DATA  (G),(H),(I),* 

then  you  will  see  that  C  will  be  FALSE.  If 
you  enter  WHY  when  the  program  says 
FALSE  then  the  program  does  not  provide 
any  explanation  since  its  only  reason  for 
saying  something  is  FALSE  is  that  the 
program  could  not  find  any  reason  to  say  • 
TRUE.  01 

=0:IF  A$="*"  THEN 


READ  A$:J 

170'FLBD 

P=P+1:G0SUB  590 

:R(P,1)=K:G0SUB 

:GOTO  130'JSYO 

PRINT"NOT  BINARi:":STOP'CBPE 

REM  FIND  ROOT'BISD 

J=J+1:W=0:IF  J>I  THEN  PRINT"NO 


R(P,0)=K:GOSUB    690 
690:R(P,2)=K 
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ROOT": STOP' IKXL 

180  W=W+1:IF  W=P  THEN  220'FJWI 
190  IF  R(W,1)<>J  AND  R{W, 

2)<>J  THEN  180'HRHM 
200  GOTO  170'BDHW 

210  REM  BUILD  TREE  FROM  RULES ' BSMC 
220  T{1)=J:S=0:GOSUB  780:S=1 

:GOSUB  780'FTYF 
230  GOSUB  800: IF  S=0  THEN  330'EJQD 
240  K=S:IF  T(K)=0  THEN  230'ELJF 
250  OF=0:IF  T(K)<0  THEN  290'EMFG 
260  FOR  J=l  TO  P:IF  TCK)<>R(J, 

0)  THEN  280'HRSK 
270  S=2*K+0F:T(S)=-J:G0SUB  780:OF=OF+1 

:IF  0F>2  THEN  150'LDXR 
280  NEXTiGOTO  230'CERF 
290  S=2*K:T(S) =R(-T(K) ,1) 

:GOSUB  780'FVTN 
300  S=2*K+1:T(S) =R(-T(K) ,2) 

:GOSUB  780'GWNF 

GOTO  230'BDEY 

REM  READ  IN  QUESTIONS ' BPNE 

INPUT  AS: IF  A$="WHy"  THEN  620'EIAF 

Z=0: J=0:GOSUB  690'DJIF 

REM  FIND  ROOT  NODE  OF 

QUESTION 'BWNJ 

S=0:GOSUB  780:S=1:GOSUB  780'ENMI 

GOSUB  300:IF  S=0  THEN  PRINT 

"FALSE" :GOTO  330'GKOL 

J=S:IP  T{J)=K  THEN  420'ELKK 

IF  T(J)=0  THEN  370'DIGJ 

S=J*2+1:G0SUB  780 : S=J*2 : GOSUB  780 

:GOTO  370'IUBH 

REM  FIND  ANSWER' BKCC 

IF  K=0  THEN  END'ECWC 

S=0:GOSUB  780:S=J:GOSaB  780'ENMG 

GOSUB  800: IF  S=0  THEN  PRINT  Z$ 

:GOTO  330'GMDI 

J=S:IF  T(J)=0  THEN  440'ELKI 

IF  T(J)<0  THEN  500'DICH 

IF  T(2*J)=0  THEN  ZS="FALSE" 

:GOTO  550'GMVM 
480  IF  T(2*J+1)<0  THEN  S=2*J+1 

:GOSUB  780'JPRP 
490  S=2*J:G0SUB  780:GOTO  440'ELML 
500  Z=2+1:Q%(Z)=T(J) 'DNKE 
510  IF  T(2*J)=0  THEN  2$="TRUE" 

:GOTO  590'GMGH 
520  IF  T(2*J+1)>0  THEN  S=2*J+1 

:GOS[JB  780'JPPK 
530  S=2*J:G0SUB  780:GOTO  440'ELMG 
540  REM  POP  UNTIL  A  RULE  THEN  PUSH 

RULE'BAQL 
550  Z=0:GOSUB  800:IF  S=0  THEN  570'FMPJ 
560  IF  T(S)>0  THEN  550'DIOI 
570  GOSUB  780:GOTO  440'CHJI 
580  REM  POP  UNTIL  ATOM  THEN  PUSH 

ATOM'BYSO 
590  GOSUB  800:IF  S=0  THEN  610'EJRM 
600  J=S:IF  T(S)<0  THEN  590'ELBF 
610  GOSUB  780:GOTO  440'CHJD 
615  REM  WHY  QUESTION  WAS  TRUE'BSQM 
620  IF  Z=0  THEN  330'DFEF 
630  FOR  J=Z  TO  1  STEP  -I'FEXH 


310 

320 

330 

340 

350 

360 

370 

380 

390 

400 

410 

420 

430 

440 

450 

460 

470 

640 

650 

660 

670 
680 
690 

700 

710 

720 
730 
740 

750 

760 
770 
780 
790 
800 
810 
820 
830 
840 
850 
860 
870 


W=-Q%(J) : PRINT  "("S$(R(W,0) ) ")"; 

'DSRK 

IF  R(W,1)<>0  THEN  PRINT  "  IF 

("SS(R(W,1) ) ") "; 'FSBN 

IF  R(W,2)<>0  THEN  PRINT  "  AND 

("S$(R{W,2) ) ") "; 'FSWO 

PRINT:NEXT:GOTO  330'DFXJ 

REM  FIND  ATOM  AND  TOKEN ' BQCN 

J=J+1:IF  J>LEN(A$)  THEN  K=0 

: RETURN' IMUQ 

K=J+1:IF  MID$(A$,J, 

1) <>"("  THEN  690'KPNJ 

J=J+1:IF  J>LEN(A$)  THEN  K=0 

: RETURN 'IMUJ 

IF  MID$(A$,J,1) <>") "  THEN  710'FLUI 

B$=MID$(A$,K, J-K) :K=0'EOAJ 

K=K+1:IF  S$(K)<>B$  AND  K<I  THEN 

740' IQCN 

IF  S$(K)=B$  THEN  RETURN ' EHJ J 

I=I+1:S$ ( I) =B9 : K=I : RETURN ' FPBN 

REM  PUSH  ON  STACK'BLAL 

SK% (SP)=S:SP=SP+1: RETURN 'EPTP 

REM  POP  OFF  STACK 'BLGN 

SP=SP-1:S=SK% (SP) : RETURN 'EPUI 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 


(A) 
(A) 
(B) 
(C) 
(D) 
(E) 
(F) 


IF 
IF 
IF 
IF 
IF 
IF 
(G] 


(B) 
(D) 
(C) 
(F) 
(F) 
(H) 
,  (H) 


AND 
AND 
AND 
AND 
AND 
AND 

,  (i: 


(C) 
(E) 
(D) 
(I) 
(G) 
(I) 


'BOHG 
'BOLH 
'BOKI 
'BOTJ 
'BOSK 
'BOXL 


,*'BRPM 


END 


r541/1571  Drive  Alignment 

1541/1S71  Drive  AJIgnment  reports  the  alignment  condition  of 
the  disk  drive  as  you  perform  adjustments.  On  screen  help  is 
available  while  the  program  is  running.  Includes  features  for  speed 
adjustment  and  stop  adjustment.  Complete  instruction  manual  on 
aligning  both  1541  and  1571  drives.  Even  includes  instructions  on 
how  to  load  alignment  program  when  nothing  else  will  load!  Works 
on  the  C64.SX64,C12a  in  64or  128  mode,  1541, 1571  in  either  1541 
or  1571  mode!  Autohoots  to  all  modes.  Second  disk  drive  fully 
supported.  Program  disk,  calibration  disk  and  instruction  manual 
only  $34.95! 

Super  Disk  Utilities 

Sup«rDlsk  Ullllll«*  is  the  ultimate  utilities  disk  for  the  1571  disk 
drive  and  C128  computer.  An  80  column  monitor  is  required.  SDU 
will  copy  wholedisks  (with  1  or  2  drives),  perform  many  CP/M  and 
MS-DOS  utility  functions,  edit  any  track  or  sector,  trace  files,  copy 
files,  rename  a  disk,  rename  a  (Me,  change  disk  format  (without 
affecting  data),  scratch  or  unscratch  files,  lock  or  unlock  files, 
erase  a  track  or  a  whole  disk,  create  auto-boot, 
assemble/disassemble  drive  RAM  or  ROM,  analyze  disk  format, 
format  in  MFM.  CPM+.  1S41,  or  1571  format,  reads  CPM+ 
directories,  contains  a  1571  drive  monitor,  fully  supports  a  second 
1571  drive,  performs  direct  DOS  commands  and  much,  much 
more!  Options  window  displays  all  choices  available  at  any  given 
time.  Many  utilities  also  work  on  the  1541  drive.  No  need  for 
numerous  utility  disks!   SDU  does  it  all!    Only  $39.95! 

Fre«  thipping  S  handling!  No  surcharge  (or  credit  card  orders! 
Immediate  shipping!  Illinois  residents  add  8%  sales  tax.  Order 
from: 


Free  Spirit  Software,  Inc. 

538  S.  Edgewood 

La  Grange,  IL  60525 

(312)  352-7323 
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ADVENTURE  ROAD 

The  Return  of 
Floyd 

News  and  opinion  from  a  leading 
explorer  of  those  fantasy  realms 
called  adventure  games. 


Floyd,  that  precocious  robot  who  saved 
your  life  in  Planetfall  a  few  years  ago, 
is  back.  In  the  conclusion  to  Steve  Mer- 
etzky's  science  fiction  farce,  you  saved  the 
planet  Resida  (you  did  save  it,  didn't 
you?).  This  sequel  promotes  you  from 
swabbing  decks  for  the  Stellar  Patrol  to  a 
new  position  on  the  space  station  Gamma 
Delta  Gamma.  Don't  get  excited,  for  in 
Stationfall  your  assignment  is  pushing 
pencils  as  an  office  worker,  and  your  first 
job  is  to  pick  up  a  supply  of  "request  form 
foiTos"  from  a  neighboring  station.  When 
you  airive,  however,  there's  not  a  soul  on 
board.  Unless  you  figure  out  what  hap- 
pened to  the  crew  and  take  appropriate 
measures,  the  same  fate  is  in  store  for  you 
—and  the  rest  of  humanity. 

Readers  of  Fred  Saberhagen's  Berserker 
series  may  detect  a  familial-  theme  slowly 
materializing  as  the  search  turns  up  tapes 
revealing  events  that  led  up  to  the  crew's 
disappearance.  The  Captain's  log  de- 
scribes a  small  metal  pyramid  found  on 
an  alien  ship,  and  how  the  station's  ma- 
chinery and  robots  began  to  malfunction 
in  unpredictable  ways  alter  the  pyi-amid 
was  brought  aboard,  lb  delve  further  into 
the  mysterj'  you'll  definitely  need  a  stack 
of  mapping  paper,  for  there  are  seven  lev- 
els on  the  stiition  and  over  100  locations. 

Tb  thi-ow  you  off  the  trail,  Meretzky  cre- 
ated a  few  locations  that  cannot  be  en- 
tered without  solving  puzzles.  And  when 
you  finally  approach  the  game's  conclu- 
sion, toss  out  the  mapping  paper  and  grab 
a  box  of  Kleenex  —  Meretzky  has  done  it 
again  to  poor  Floyd.  Plaiietfal!  was  among 
my  favorite  text  adventuiies,  and  Station- 
fall  is  equally  comical  and  well-written. 

Lurking  Horror:  Lebling's  Latest 

Dave  Lebling's  new  text  adventure, 
Lurking  Horror  pays  tribute  to  a  little- 
known  master  of  American  horror,  H.P. 
Lovecraft.  Lovecraft's  stories  were  rooted 
in  his  "Cthulhu  mythos,"  which  told  of 
The  Old  Ones  lurking  outside  a  gateway 
from  an  alternative  universe  and  occa- 
sionally breaking  through  in  hopes  of  re- 


Toss  out  the  mapping  paper 
and  grab  a  box  of  Kleenex  — 
Meretzky  has  done  it  again  to 
poor  Floyd. 

claiming  the  eaith.  Lovecraft  made  his 
eerie  tales  more  believable  by  introducing 
evidence  in  a  letter  or  a  rare  book,  and 
Lebling  uses  a  high-tech  counteipart  —  a 
word  processing  file. 

The  story  begins  when  you,  a  student  at 
G.U.E.  Tech,  try  to  open  youi-  file  on  the 
campus  computer  so  you  can  do  a  term  pa- 
per that's  due  the  next  day.  But  instead  of 
the  file  containing  your  notes,  you  re- 
trieve a  sinister  message  describing  a  hid- 
eous creatiu-e,  a  summoning,  and  a  sacri- 
fice. Into  the  buildings  spooky  basement 
you  go,  then  up  to  the  top  of  the  dome  and 
back  down  again  into  even  deeper  dun- 
geons. The  people  you  meet  range  from  a 
helpfU  hacker  to  an  obstinate  janitor  and 
a  professor  practicing  black  magic. 

After  penetrating  the  lower  regions  of 
the  university  you  will  uncover  a  threat 
not  only  to  youi^self  but  also  to  the  world,  a 
diabolical  scheme  only  you  can  thwait.  In- 
focom  no  longer  classifies  games  by  skill 
level,  but  these  are  in  the  intermediate 
range.  With  Horror  you  get  a  coupon  that 
lets  you  buy  another  of  Lebling's  games. 
Suspect  for  $14.95:  Stationfall  contains  a 
similar  deal  for  Planetfall.  Other  news 
from  Infoconi  concerns  their  In\isi-Clue 
books,  which  will  now  include  solutions  to 
two  games  and  sell  for  $9.95.  The  first  one 
in  this  format  features  Hollywood  Hijinx 
and  Bureaucracy: 

Legacy  of  the  Ancients 

Adorned  with  the  best-looking  dun- 
geons I've  ever  seen  in  a  64  role-playing 
game.  Legacy'  kicks  off  inside  a  Galactic 
Museum  founded  in  the  land  of  Ikrmalon 
by  The  Ancients  long,  long  ago.  The  goal, 
which  you  learn  in  a  telepathic  message 
beamed  in  from  a  Thiefs  spirit,  is  to  de- 


by  Shay  Mdams 


stroy  the  Wizard's  Compendium,  a  leather 
scroll  you  found  on  his  body.  Otherwise 
the  scroll  will  fall  into  the  wrong  hands  — 
the  gnarled,  grasping  hands  of  an  evil 
warlord. 

Red  and  yellow  flames  dance  on  the  tips 
of  torches  lining  the  walls,  the  fii-st  evi- 
dence of  the  startling  clarity  and  detail  of 
Legacy's  first-person  graphics.  With  jade, 
topaz  and  similar  coins,  you  can  view  the 
Museum's  exhibits.  Some  offer  useful 
tools,  such  as  a  knife,  wWIe  others  enable 
you  to  travel  to  the  realms  they  depict. 
You  can  check  out  the  town  of  Thombeny, 
seek  the  Pirate's  Ti-easui-e  and  a  brilliant 
gem,  or  journey  to  another  locale  in  hopes 
of  accomplishing  a  relatai  mini-quest.  Or 
you  can  just  find  the  nearest  door  and 
head  out  into  the  countiyside.  No  matter 
where  you  choose  to  go,  you  can  always  re- 
turn to  the  Museum  via  teleportation 
gates.  The  varied  teirain  is  shown  fi-om  a 
top-down  view,  jis  in  most  role-playing 
games.  But  the  buildings  in  each  town 
display  a  new  face:  When  you  walk  inside, 
the  roof  disappears  so  you  can  see  your 
character  and  the  people  inside.  Then  it 
reappears  when  you  exit. 

It's  no  problem  outmnning  monstere  in 
the  countryside,  but  those  in  the  dun- 
geons won't  let  you  ^cape  without  a  fight. 
These  creatures  are  illusti-ated  with  full- 
screen, first-person  graphics  that  flicker 
and  flash  when  they  attack,  making  them 
seem  to  race  or  fly  down  the  hall  at  you,  A 
limited  form  of  ranged  combat  prevents 
you  from  striking  distant  fiends  unless 
you're  armed  with  a  long-range  weapon. 
There  is  no  giid  system  in  the  24  dun- 
geons, but  traps,  vents  and  other  mai'k- 
ings  on  the  floor,  along  with  well-orehes- 
trated  sound  effects  of  your  footsteps  and 
other  noises  heard  at  specific  places,  make 
the  mazes  easier  to  map.  The  game  may 
be  saved  while  inside  a  dungeon,  and  disk 
access  is  extremely  brisk  dming  the  game 
and  when  loading  a  saved  chai'acter.  Un- 
like baseball,  this  game's  not  over  when 
it's  over:  Get  killed  and  you'll  be  resurrect- 
ed at  a  random  location. 

Legacy  was  created  by  Chuck  and  John 
Dougherty,  who  did  Questron.  Its  uncom- 
mon premise  —  using  the  Museum  as  a 
staging  area  for  mini-quests  to  distant 
areas  —  yields  a  unique  role-playing  ex- 
perience. The  relatively  easy  puzzles,  sim- 
ple yet  adequate  magic  and  combat  sys- 
tems and  streamlined  interface  result  in  a 

Continued  on  pg.  Ill 
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Train  with  NRi  for  a  liigh  paying 
career  servicing  comDuters. 


DIGITAL  MUUTIMETEK- 

Prafe$sii)nal  lest  instrumunl 
for  quick  and  vasy 
meajuremenb. 

LESSONS- Ck-ar.  well  illustraU-d 
t^xts  huild  yuur  undtT^^t^tndin}) 
of  computers  slcp-by-stcp. 


mSK  SOfTWARR- 
including  MS-IXIS.  C.W 
BASIC.  WordStar, 
^d  CakStar. 


SAN'VO  COMl'UTEH-  Sim 
CPr  dtiuhk'-siUL'd  disk  dri\'e, 
25«iK  RAM.  1.77  MHz  and  S 
MH/  liirhii  speed. 


.MONITOR— H^h  reailutiun, 
j^recn  iiCTt'en  dispLixs,  cnsp 
le.v!  and  graphics. 


TKCHNlCAl,  MANUALS 
—with  complete  specs  on 
Sanyo  computer  and 
professional  piogranis. 


niSC"OVEKV  LAB-L'sinfi  it. 
yot]  con-stnict  and  test 
circuits  like  those  used 
witli  computers. 


DK'.ITAl. 
l.dC.IC 
TROIiK- 
Simplifies 
analyzing  UiiJilal 
circuit  operation. 


Get  started  now  by  building  tiiis 
fuiiy  IBIVI  PC  compatibie  computer 


Now  you  get  it  all .  -  -  training  for  America's 
fastest  growing  career  opportunity. , . 
training  to  ser\ice  all  computers , . . 
training  on  the  newest  total  computer 
system,  the  Sanyo  880,  Only  N'RI  can  gi\'e 
you  the  weU-rounded  training  3'ou  need, 
because  only  NRI  gi\^es  you  a  complete 
computer  system . . .  computer,  monitor, 
disk  drive,  software,  e\'en  test  instruments 
like  a  digital  multimeter  and  logic  probe  to 
work  with  and  keep.  It  all  adds  up  to 
training  that  buOds  the  knowledge, 
competence,  and  ability  you  need  to 
succeed  as  a  computer  service  specialist. 

Get  inside  the  newest,  fully  IBM  PC 
compatible  Sanyo  Microcomputer 

As  an  NRI  student,  you'll  get  total 
hands-on  training  as  you  actually  build 
your  own  latest  model  Sanyo  880  Series 
computer  from  the  keyboard  up.  It's  fuDy 
IBM  PC  compatible  and.  best  of  all,  it 
runs  programs  aknost  twice  as  fast  as  an 
IBM  PC.  As  you  assemble  the  Sanyo  880, 
you'll  perform  demonstrations  and 


experiments  that  will  give  you  a  total 
mastery  of  computer  operation  and 
sen'icing  techniques.  You'll  do  program- 
ming in  B.A.SIC  language— even  run  and 
interpret  essentia!  diagnostic  software. 

Understanding  you  get  only 
through  experience 

You  need  no  pre\ious  knowledge  to 
succeed  with  XRI.  You  start  with  the 
basics,  rapidly  building  on  the  fundamen- 
tals of  electronics  with  bite-size  lessons. 
You  perform  hands-on  experiments  with 
your  NRI  Disco^'ery  Lab  and  then  move 
on  to  master  advanced  concepts  like 
digital  logic,  microprocessors,  and 
computer  memories. 

Learn  at  home  in  your  spare  time 

You  train  in  your  own  home  at  your  o\vn 
convenience,  backed  at  all  times  by  your 
own  NRI  instructor  and  the  entire  .NRI 
staff  of  educators  and  student  senice 
support  people.  They're  alwa^'s  ready  to 
gi\^e  you  guidance,  follow  your  progress, 


and  help  you  over  the  rough  spots  to  keep 
you  moving  toward  your  goal. 

100  page  free  catalog  tells  more. . , 
send  today 

Send  the  postage-paid  reply  card  today 
for  NRI's  100  page  catalog  that  gives  all 
the  facts  about  computer  training  plus 
career  training  in  robotics,  data  com- 
munications, TV/audio/ 
video  servicing,  and 
many  other  fields.  If 
the  card  is  missing, 
write  to  NRI  at 
the  address 
below. 


SCHOOLS 


.McGraw-Hill  Continuing  Education  Center 

3939  Wisconsin  .Avenue 

Washington,  DC  20016  _  , .  _ 

We'll  give  you  tomorrou  I  ■  fll  I 


TELECOMMUNICATIONS 

Inside  Q-Lmk 

Explore  the  inner  workings  of  the 
Q-Link  telecommunication 
service  with  network  pro  Bob 
Baker. 

With  the  holidays  just  around  the  cor- 
ner, there  are  a  number  of  sections 
on  Q-Link  that  can  help  you  save  time 
and  money  during  the  hohday  season  and 
throughout  the  rest  of  the  year. 

CompuStore  pro\'ides  on-line  shopping 
convenience  together  with  discount  prices 
and  occasional  auctions.  You  can  browse 
the  on-line  'stores'  without  signing  up  as  a 
member,  so  you  can  get  to  see  what's 
available.  If  you  find  something  of  inter- 
est, then  you  can  sign  up  as  a  member  on- 
Hne  and  place  your  order  five  days  later 
Membership  costs  $26  for  18  months  or 
$41  for  30  months,  but  special  shorter 
term  trial  memberships  are  offered  fmm 
time  to  time. 

Travel  Info 

If  you're  doing  any  traveling  over  the 
holidays,  be  sure  to  check  out  the  "Eaasy 
Sabre"  area  for  airflights  and  hotels.  You 
can  check  flight  schedules  and  fares  to 
find  the  most  convenient  or  less  expensive 
flights,  plus  make  reservations  —  all  on- 
line. Hotels  are  easj'  to  locate,  with  refer- 
ence lists  by  direction  and  distance  fixjm 
the  major  airports.  Here  again,  you  can 
make  reservations  directly  while  online. 

Other  services  offered  %'ia  "Eaasy  Sa- 
bre" include  rental  car  reservations,  infor- 
mation on  the  Admirals  Club,  plus  the 
ability  to  check  your  AAdvantage  mile- 
age with  American  Airlines  fi^uent  flyer 
program.  They  even  have  an  exclusive 
Bargain  Finder  for  automatically  finding 
the  lowest  fares  for  any  flights  you  may 
have  booked. 

Remember  that  you  need  to  register  in 
advance  as  an  "Eaasy  Sabre"  user,  in  or- 
der to  make  reservations  online  via  the 
"Eaasy  Sabre"  system. 

There's  no  charge  for  registering  and 
you  can  signup  online,  but  it  may  take 
some  time  for  approval  if  you're  not  al- 
ready an  AAdvantage  member 

Flower  Delivery 

Need  to  send  a  special  flower  to  a  spe- 
cial person  in  a  hurry?  TVy  checking 
"Long  Distance  Roses''  also  in  The  Mall. 
Here  you  can  order  roses  or  orchids  that 
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CompuStore  provides  on-line 
shopping  convenience 
together  with  discount  prices 
and  occasional  auctions. 


are  carefully  packed  in  wet  foam  and 
,  shipped  in  special  styrofoam  boxes.  They 
!  can  be  delivered  by  Federal  Express  al- 
I  most  anywhere  in  the  U.S.  along  with 

an  enclosing  card  with  your  personal 

mesage. 

Music 

Another  area  of  Q-Link  that  should  be 
extremely  populai-  around  the  holidays  is 
the  "Music  Room"  within  the  Commodore 
Community  in  CEN.  This  is  the  place  for 
all  those  interested  in  making,  or  even 
just  playing  music  with  your  Commodore 
computer  There  are  hundi^eds  of  aiTange- 
ments  waiting  to  be  downloaded  and 
played,  and  all  the  information  you  need 
to  get  started  can  be  found  in  the  handy 
Articles  and  Library  areas. 

SID  Files 

As  I  mentioned  earlier,  there  is  much 
infonnation  available  for  newcomers  to 
this  exciting  part  of  Commodore  comput- 
ing. Of  particular  interest  is  the  SID  Play- 
er Music  Files  Tbtor  article  which  you  can 
read  on-line  or  save  to  disk  and  print  out 
later  This  article  explains  all  the  special 
file  suifixes  used  within  the  Music  Room 
dowTiload  librajies,  what  they  mean,  and 
how  to  use  each  of  the  difierent  file  types 
they  represent. 

Just  as  the  other  download  libraries  uti- 
lize the  .arc  .sda  .Inx  .Ibr  and  other  suf- 
fixes for  special  download  file  stiTictures, 
the  Music  Room  uses  its  own  set  of  exten- 
sions for  the  available  special  music  files. 
Here  you'll  see  things  like; 

.mus     .pil  .sda 

.sal       .pic  .wpl  .wds 


Any  file  ending  with  '.mus'  is  a  ready-to- 
use  music  file.  It  can  be  loaded  into  Sid/Pic 
v2.5  or  any  other  SID  player  utility  as  is 
and  enjoyed  inmiediately. 

SID  files  ending  with  '.sal'  are  sing- 
along  files,  and  actually  contain  two  files 
combined  into  one.  After  being  download- 
ed, the  two  files  need  to  be  recreated  by 
loading  and  running  the  downloaded  file 
(just  like  a  self -dissolving  arc  file).  Two 
files  will  be  created,  a  music  file  and  a 
words  file.  When  the  music  is  played  with 
your  SID  player,  the  complete  lyrics  to  the 
song  will  be  displayed. 

The  words  files  have  the  '.wds'  exten- 
sion and  contain  the  words  or  lyrics  for  a 
certain  music  file.  The  files  will  be  named 
exactly  alike,  except  for  the  extension. 
Sometimes  an  author  or  arranger  adds 
the  word  file  after  the  music  is  uploaded 
and  already  in  use. 

You  might  also  find  graphics  files  with 
the  '.pic'  extension,  These  are  accompany- 
ing pictures  for  a  music  file  with  the  same 
name.  Be  sure  to  check  for  a  '.wds'  file  if 
you  see  a  '.pic'  file,  since  all  three  may  be 
available. 

A  '.pil'  file  is  another  type  of  self  dissolv- 
ing arc  file.  This  time,  the  download  file 
contains  a  music  file  and  a  picture  file. 
The  files  ai^  dissolved  the  same  way,  sim- 
ply load  and  run  the  downloaded  file  to  re- 
create the  t\vo  indi\idual  files. 

The  '.wpl'  or  '.sda'  files  are  also  file  col- 
lections, but  this  time  they  might  contain 
more  than  two  files.  Often  a  music,  words 
and  picture  file  are  all  compiled  into  a  sin- 
gle download  file.  Also,  some  compression 
may  be  used  so  the  file  is  shorter  than  the 
total  of  the  originals.  Be  sure  to  leave  ex- 
tra room  on  yom-  disk  for  the  new  files  to 
be  written  when  you  load  and  iim  the 
downloaded  file. 

As  the  SID  Tutor  article  states. . ,  'Re- 
member, first  you  need  a  sid-player  utfl- 
ity.'  Well,  you  can  find  these  in  the  Utili- 
ties section  of  the  Music  Room  Download 
Library  along  with  documentation  on  how 
to  use  them. 

If  you  get  really  serious  about  SID  mu- 
sic, you'll  also  find  infonnation  on  how  to 
write  your  own  arrangements  and  advice 
on  which  music  programs  to  use,  etc.  For 
the  technically  inclined,  there's  even  in- 
formation on  how  to  add  an  extra  6582 
SID  chip  to  you]-  system.  If  you  follow  the 
instractions  you'll  be  able  to  generate  tnie 
stereo  sound,  with  three  voices  on  each 

Continued  on  pg.  Ill 
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GAME  PROGRAMS ' 


Worm  Xing 

Maneuver  your  worm  through  the    (g.;; 
maze  and  try  to  make  it  to  the  top. 


AvvoiTn's  life  could  be  described  as 
dangerous  and  sometimes  boring. 
WoiTn  Xing  is  dangerous,  but  far  fi-om 
boring.  The  game  requires  you  to  put 
yourself  in  the  woim's  shoes,  so  to  speak. 
A  worm  is  never  really  in  danger  except 
when  it's  tiying  to  cross  a  pathway.  So 
welcome  to  the  pathway  to  danger 

Afler  tj'ping  in  Womi  Xing  save  a  copj' 
to  disk  or  cassette  and  iiin  the  progi'am. 
You  will  then  see  at  the  top  left  the  score 
and  the  word  'WORM."  At  the  right  is  the 
time  and  the  word  "XING.''  At  the  bottom 
are  your  eight  worms,  one  black  and  sev- 
en blue.  The  blue  border  suiTounding  the 
various  display  items  is  like  an  electric 
fence.  If  your  woi*m  comes  in  contact  with 
the  blue  border,  it's  curtains  for  yout" 
worm. 

You  can  increase  your  score  by  navigat- 
ing tlirough  the  various  obstacles  to  the 
top  of  the  sciieen  between  the  score  and 
time  displays.  At  first  this  may  seem  very 
easy  to  accomplish.  But  as  you  continue  to 
play  the  game,  it  gets  hai-der  and  harder 
to  make  it  to  the  top.  You  may  be  asking, 
"How  do  you  get  to  the  top?"  Well,  your 
worm  is  always  squirming  around.  But  to 
move  in  any  direction  you  have  to  use  the 
joystick.  With  the  joystick  plugged  into 
port  #2  you  can  move  up,  down,  left,  right, 
and  diagonally  in  any  dii-ection.  If  you 
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navigate  through  the  obstacles  to  the  top 
and  make  it,  your  worm  vrill  be  moved  to 
the  starting  location  at  the  bottom  of  the 
screen.  At  that  point,  the  next  set  of  obsta- 
cles will  be  increased,  as  well  as  the  score. 
However,  if  in  your  pui-suit  to  the  top  you 
encounter  a  mishap  and  come  in  contact 
with  one  of  the  obstacles  you  will  lose  one 
of  your  wonns  and  you  will  be  moved  to 
the  bottom  of  the  screen.  If  at  this  point 
you  still  have  a  woimn  left  then  you  will  be 
given  anothei'  chance  to  make  it  to  the 
top.  If  you  have  lain  out  of  worms  the 
game  is  ended  and  yom-  score  is  displayed 
on  the  screen. 

There  are  two  scores  in  Woim  Xing.  The 
score  you  see  as  you  play  the  game  and  a 
final  score.  Yom-  final  score  is  the  score  in 
the  game  minus  the  time  di\ided  by  one 
hundi-ed.  So  if  at  the  end  of  the  game  your 
score  was  1000  and  the  time  was  5000, 
then  the  final  score  would  be  1000  minus 
50  which  is  950.  If  during  the  game  youi-    \ 


time  reaches  999999  then  the  time  is  set 
to  zero  and  the  score  is  also  set  to  zero. 

Programmins  Tidbits 

You  may  be  interested  in  sevei'al  por- 
tions of  the  program.  The  first  pait  is 
machine  language,  which  is  used  for  the 
movement  of  the  obstacles  because 
BASIC  was  too  slow'.  It  uses  random  num- 
bers to  select  one  of  the  rows  of  the  screen 
display  and  to  move  it  right  or  left.  If  you 
are  familiar  with  machine  language,  then 
the  two  routines,  one  to  move  a  screen  line 
right  and  one  to  move  a  screen  line  left, 
are  easy  enough  to  disassemble.  Another 
machine  language  routine  is  lodged  in  the 
normal  inteiTupt  of  the  computer  and 
handles  the  joystick  movement.  The  rest 
of  the  program  is  in  BASIC  and  is  easily 
understood.  As  a  final  note,  the  worm  will 
just  fit  between  two  rows  of  obstacles  with 
one  row  in-between.  Now  type  in  the  pro- 
gram and  have  fun,  Q 


Bcfiwe  typing  Ihis program,  read  "ll<m  m  i:nti-r  l^niBrirar  and  •"Hiiw  lu  1  «■  the  .Mafia/int- 
Enitv  Vmp:xm'  The  R\.SI(;  pmi■^am^  in  tlib  manazini.-  art-  available  un  disk  from  loadM.ir. 
PO.  Uiix  nmr.  .shn-vcport.  L\  'll.«  (mi|-.  l-KIW-S.^lidlH. 


Worm  Xing 


100 


110 


150 


160 


200 


205 


POKE  53280,0: 
:PRINT" [CLEAR 
V=53248:DN=15 
:S=54272:KL=7 
FOR  A=S  TO  S-i- 
:POKE  S+24,15 
POKE  S,55:P0K 
:POKE  S+6,128 
T$=" [BLUE,CMD 
[SPACES, BLUE, 
BLACK]  TIME= 
CMUR  N] "'BCCH 
T$  =  T$-H"  [CMDR 
[CMDR  N,CMDR 
CMDR  H, PURPLE 


POKE  53281,15 

,BLUE] "; 'DSCB 

:X=198:B=15:C=0 

0'HKWI 

24:POKE  A,0  :NEXT 

"  ISEI 

E  S+1,KL 

'  FRNI 

R  H, BLACK]  SCORE= 

CMDR  N,SPACE5,CMDR  H, 

00  [SPACE7,BLUE, 


00 


H, PURPLE] WORM [BLUE] 
U10,SPACE5,CMDR  Ull, 
XING[BLUE]   [CMDR  N] 


"'CEUB 
210  T$^T$+"[CMDR  U7 , SPACE26 ,CMDR  U7] 

"'CETM 
215  B$=" [SPACE6,CMDR  A,SHFT  *3,CMDR  R, 

SHFT  *4,CMDR  R,SHFT  *4,CMDR  R, 

SHFT  *4,CMDR  R,SHFT  *4,CMDR  R, 

SHFT  *  4, CMDR  R,SHFT  *  4 ] " ' BCWE 
220  B$=B$+" [SPACE6,SHFT  -, SPACES, 

SHFT  -,SPACE4 ,SHFT  -,SPACE4, 

SHFT  -,SPACE4,SHFT  -,SPACE4, 

SHFT  -,SPACE4,SHFT  -]"'CERJ 
300  PRINT  T$;" [BLUE, HOME, DOWN23] ";B$; 

•BHYA 
450  FOR  Y=55416  TO  56175:POKE  Y , 2 

:NEXT  Y'FRRJ 
460  FOR  A=1144  TO  1899  STEP(DN+4) 

:FOR  Y=l  TO  4:P0KE  Y+A,81:NEXT  Y 

:NEXT  A'MDCR 
500  GOSUB  8000:POKE  1020,0 

:SYS  49365'DROE 
550  IF  PEEK{1020)>0  THEN  POKE  V+21, 
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PEEK{V+21) AND  254:GOSUB  5000'KyPP 

560  X=X-1:IF  X=191  THEN  X=197'GMYL 

561  POKE  S+4,17:KL=KL-10:POKE  S+1,KL 
:IF  KL<15  THEN:KL=70' KDXT 

565  FOR  y=2040  TO  2047:POKE  Y,X 

:NEXT  Y'FPIQ 
570  IF  PEEK(V+21)=0  THEN  15000'FLCL 
58i3  C=C-i-l:  PRINT"  [HOME  , BLACK  ,  RIGHT29  , 

SPACE7  ,LEFT7]  "  ;C,-  '  DHOT 
585  IF  C0999999  THEN  600'EKVQ 
590  PRINT" [HOME, BLACK, RIGHT 8, SPACE7, 
LEFT7] "; :Q=INT(Q- (C/100) ) 
:IF  Q<0  THEN  Q=0'JRRy 
595  C=0:PRINT  Q; 'CFGP 
600  Z=INT( (RND(1)*37)+1) :G=(Z/2) 
:H=(INT{Z/2)  )  :IF  GOH  THEN 
Z=Z-1'QGDR 
610  POKE  251,A(Z) :POKE  252 , A ( Z+1 ) ' DSNG 
700  T=INT(RND(1) *2)+l:IF  T=l  THEN  SYS 

49152;GOTO  1000'KVDL 
710  SYS  49185'BFSD 

1000  GET  A$:IF  A$=""THEN  550'EIJW 
1005  PRINT" [CLEAR] " :POKE  V+21,0 

:POKE  S+4,16:END'GNMF 
50  00  Q=Q+B: PRINT" [HOME , RIGHTS , SPACE7 , 
LEFT7] ";Q; :POKE  V,47:POKE  V+1,229 
:B=B+15'IYQ0 
5005  POKE  V+21,PEEK(V+21)OR  1:'FLHH 
5010  POKE  S+4,16:FOR  A=1144  TO  1903 

:POKE  A,32:NEXT  A:'HXEH 
5015  DN=DN-1:IF  DN<=2  THEN  DN=3 

:B=B-15' JRMN 
5020  FOR  A=1144  TO  1899  STEP(DN+4) 

IFOR  Y=l  TO  4:P0KE  Y+A,81:NEXT  Y 
:NEXT  A'MDCM 
5100  POKE  1020,0:POKE  S+4,17 

: RETURN 'ENUD 
8000  R  EM   *************************** 

***'BFWF 
8010  FOR  Y=l  TO  15  STEP  2:P0KE  V+Y,229 

:NEXT  Y;P0KE  V,47:P0KE  V+2,90 

:POKE  V+4,126'MHBP 
8020  POKE  V+6,165:POKE  V+8,203 

:POKE  V+10,244:POKE  V+12,29 

:POKE  V+14,66'KKOP 
8025  POKE  V+16,192'CHWJ 
8030  FOR  Y=2040  TO  2047:POKE  Y,192 

:NEXT  YtPOKE  V+39,0 

:FOR  Y=40  TO  46 ' KEEP 
8035  P00KEV+Y,6:NEXT  Y'CLCM 
8040  POKE  V+21,255'CHSG 
9000  REM   *************************** 

*** 'BFWG 

9010  FOR  Y=12288  TO  12350:READ  Z 
:POKE  Y,Z:  NEXT  Y ' GTQK 

9011  FOR  Y=12352  TO  12414:READ  Z 
:POKE  Y,Z:  NEXT  Y'GTJL 

9012  FOR  Y=12416  TO  12478:READ  Z 
:P0KE  Y,Z:  NEXT  Y ' GTUM 

9013  FOR  Y=12480  TO  12542:READ  Z 
:POKE  Y,Z:  NEXT  Y ' GTNN 

9014  FOR  y=12544  TO  12606:READ  Z 

:poke  y,z:  next  Y'GTPO 

9015  FOR  Y=12608  TO  12670:READ  Z 


:P0KE  Y,Z:  NEXT  Y'GTRP 
9020  DIM  A(37):FOR  Y=0  TO  37:READ  A(Y) 

:NEXT  Y'GRUK 
9025  FOR  Y=49152  TO  49382:READ  Z 

:POKE  Y,Z:  NEXT  Y ' GTFQ 

9999  y=PEEK(V+31) :RETURN'EHXH 

10000  REM  ************************** 
*** 'BEFV 

10  010  DATA  0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0'BLWD 

10011  DATA  0,0,28,0,0,56,0,0,112,0,0, 
224,0,0,112,0,0,56,0,0,28,0,0, 
56,0'BKRE 

10012  DATA  0,112, 0,0, 224, 0,0'BRQW 

10020  DATA  0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0'BLWE 

10021  DATA  0,0,56,0,0,112,0,0,224,0,0, 
112,0,0,56,0,0,28,0,0,56,0,0, 
112,0'BLJF 

10022  DATA  0  ,  224 , 0 , 0 , 112 , 0 , 0 ' BRQX 

10030  DATA  0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0 'BLWF 

10031  DATA  0,0,112,0,0,224,0,0,112,0, 
0,56,0,0,28,0,0,56,0,0,112,0,0, 
224'BKMA 

10032  DATA  0,0,112,0,0,56,0,0'BSNY 

10040  DATA  0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0'BLWA 

10041  DATA  0,0,224,0,0,112,0,0,56,0,0, 
28,0,0,56,0,0,112,0,0,224,0,0, 
112'BKMB 

10042  DATA  0,0,56,0,0,28,0,0'BRVA 
10«50  DATA  0,0,0,0,0,0,0,0,0,0,0,0,0, 

0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0'BLWB 

10051  DATA  0,0,112,0,0,56,0,0,28,0,0, 
56,0,0,112,0,0,224,0,0,112,0,0, 
56,0'BLJC 

10052  DATA  0,28,0,0,56,0,0'BPEB 

10060  DATA  0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 
0,0'BLWC 

10061  DATA  0,0,56,0,0,28,0,0,56,0,0, 
112,0,0,224,0,0,112,0,0,56,0,0, 
28,0'BKRD 

10062  DATA  0,56, 0,0, 112, 0,0'BQVC 
10100  REM   ************************** 

*** 'BEFW 
10110  DATA  120,4,160,4,200,4,240,4,24, 
5,64,5,104,5,144,5,184,5,224,5, 
8,6'BLGF 

10120  DATA  48,6,88,6,128,6,168,6,208, 
6,248,6,32,7,72,7'BSDC 

12001  DATA  160, 0,177, 251, 141, 19, 3'BWMX 

12002  DATA  162,39,200,177,251,136, 
145'BBPA 

12003  DATA  251,202,240,8,230,251, 
208 'BAAB 

12004  DATA  243,230,252,208,239,173, 
19'BBRC 

12005  DATA  3,200,145,251,96,160, 
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39'BXSC  " 

12006  DATA  177,251,141,19,3,136, 
177'BYUE 

12007  DATA  251,200,145,251,136,208, 
247'BCIF 

12008  DATA  17  3,19,3,145,251,96, 
173'BXEF 

12009  DATA  252,3,240,3,76,49,234'BVVA 

12010  DATA  173,0,220,41,15,73,15'BVHX 

12011  DATA  240,51,74,144,3,206,1'BVJY 

12012  DATA  208,74,144,3,238,1,208'BWUA 

12013  DATA  74,144,20,206,0,208, 
173'BXMB 

12014  DATA  0,206,201,255,208,26, 
173'BYHD 

12015  DATA  16,208,41,254,141,16, 
208'BYJE 

12016  DATA  203,16,74,144,13,238,0'BWRE 

12017  DATA  208,208,8,173,16,208,9'BWDF 

12018  DATA  1,141, 16, 208, 173, 1,208'BWJA 

12019  DATA  201,230,144,3,206,1, 
208'BXAB 

12020  DATA  201,39,208,3,141,252,3'BWJY 

12021  DATA  172,0,208,173,16,208, 
41'BX0A 

12022  DATA  1 ,  208  ,  9 , 192 , 24 , 176 , 12 ' BVUB 

12023  DATA  238 , 0 , 208 , 208 , 7 , 192 , 83 ' BWBC 
§2024  DATA  144 , 3 , 206 , 0 , 208 , 173 , 31 ' BWID 
12025  DATA  208,240,39,173,21,208, 

41'BYKr 
12025  DATA  254,141,21,203,169,47, 
141'BAOA 

12027  DATA  0,208,169,229,141,1, 
208 'BXRA 

12028  DATA  78,21,208,208,10,169, 
49'BXEB 

12029  DATA  141,20,3,169,234,141, 
21'BXGC 

12030  DATA  3,173,31,208,173,31, 
208'BXOA 

12031  DATA  76,49,234,120,169,55, 
141'BYXC 

12032  DATA  20,3,169,192,141,21,3'BVKC 

12033  DATA  88,96,234,234,234,234, 
234'BACE 

15000  POKE  S+4,16:PRINT" [CLEAR, DOWNS, 

RIGHT10] TIME=";C:PRINT" [DOWN, 

RIGHT10] SCORE=" ;Q ' ELUB 
15005  PRINT" [DOWN3,RIGHT4] 

FINAL  SCORE=  (SCORE- (TIME  / 

100) ) "'BAHE 
15010  PRINT" [DOWNS, RIGHT10] 

FINAL  SCORE-"; :Q=INT(Q-(C/100)) 

:IF  Q<0  THEN  Q=0'JRYF 
15015  PRINT  Q'BBIC 
15050  PRINT" [D0WN2, RIGHTS] 

PRESS  SPACE  BAR  TO  PLAY  AGAINl"; 

I  rrcE 
15060  PRINT" [HOME, PURPLE, D0WN2, 

RIGHT151W0RM  XING" "BARB 
16000  GET  PO$:IF  PO$=""THEN  16000 'EMJC 
16010  IF  P0$="  "THEN  RUN'EDFB 
16020  PRINT" [CLEAR] ";:END'CCIB 

fND 


ATTENTION 

ALL  COMMODORE  64/64C, 

VIC20,  COMM.  16AND 
COMMODORE  128  owners 

A  complete  setf-tutoring  BASIC  programming  course 
is  now  available.  This  course  starts  with  turning 
your  computer  on,  to  programming  just  about 
anything  you  want!  This  course  is  currently  used 
in  both  High  School  and  Adult  Evening  Education 
classes  and  has  also  formed  the  basis  of  teacher 
literacy  programs.  Written  by  a  teacher,  who  after 
having  taught  the  course  several  times,  has  put 
together  one  of  the  finest  programming  courses 
available  today.  This  complete  13  lesson  course 
of  over  220  pages  is  now  available  for  the  COM- 
MODORE 64/64C,  VIC  20,  COMMODORE  16 
and  the  COMMODORE  128  and  takes  you  step  by 
step  through  a  discovery  approach  to  programming 
and  you  can  do  it  all  in  your  leisure  time!  The  les- 
sons are  filled  with  examples  and  easy  to  under- 
stand explanations  as  well  as  many  programs  for 
you  to  make  up.  At  the  end  of  each  lesson  is  a  test 
of  the  information  presented.  Furthermore,  ALL 
answers  are  supplied  to  all  the  questions  and  pro- 
grams, including  the  answers  to  the  tests.  Follow 
this  course  step  by  step,  lesson  by  lesson,  and  turn 
yourself  into  a  real  programmer!  You  won't  be  dis- 
appointed! 

We  will  send  this  COfvlPLETE  course  to  you  at 
once  for  just  $19.95  plus  $3.00  for  shipping  and 
handling  (U.S.  residents,  please  pay  in  U.S.  funds). 
If  you  are  not  COMPLETELY  satisfied,  then  simply 
return  the  course  within  10  days  of  receipt  for  a 

FULL  refund.     ,,  .,  ^,   ,      ^„„ 

Now  available!  a  200  page  course 

exclusively  on  sequential  and  rel- 
ative files  using  a  unique  approach 
for  those  with  very  limited  fife  programming  ex- 
perience -  set  up  your  own  personal  and  business 
records!  —  disk  drive  a  must  —  same  author  — 
same  guarantee  —  same  cost —  this  course  for 
all  computers  except  Vic  20. 
Fill  in  the  coupon  or  send  a  facsimile. 


FOLLOW  UP 
COURSE 


NAf\/iE:. 


COM 


ADDRESS:. 
CITY: 


PROV./STATE:. 


POSTAL/ZIP     CODE: 

I  desire  the  BASIC  program- 
ming course  for: 
Comm.64/64C"  Vic  20  Z 
Comm.  128  ~  Comm.  16  _ 
i  desire  the  FOLLOW-UP  iZ 
course  on  relative  and  seq- 
uentlai  fiies  for  ali  above 
computers  but  Vic  20  . 


Any  complete  course:  $19.95  I 
Postage  and  Handling:  S3.Q0  j 
Total:  S22.9S  I 

Send  Cheque  or  Money  Order  to:  \ 
Brantford  Educational  Services  | 
6  Pioneer  Place,  i 

Brantford.  Ontario,  i 


Canada  N3R  7G7 
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Pare  A  Phrase 

A  word  guessing  game  of  memory 
and  chance  for  the  Commodore&i. 

Can  you  pare  (whittle  down)  youi'  op- 
ponenttsl  secret  phi'ase?  Pare  A 
Phrase  will  require  a  fair  memoiy,  some 
strategy,  and  a  bit  of  luck.  Two  to  foui- 
players  type  a  secret  phrase  that  will  be 
covered,  or  hidden,  with  blank  boxes.  The 
object  of  the  game  is  to  reveal  an  oppo- 
nent's phrase  by  guessing  the  letters  in  it. 
Scores  will  be  awarded  for  each  letter 
guessed  plus  a  bonus  if  you  can  guess  the 
entire  phrase.  The  game  is  ended  by  the 
program  when  only  one  player's  phrase 
remains  at  least  partially  covered.  Diffi- 
culty is  set  by  a  variety  of  menu  options. 
By  choosing  the  (optional!  'mock  progi-am 
errors'  you  can  add  more  scoring  a  bit  of 
luck  to  the  game.  Select  invisible  spaces  if 
you  want  to  make  it  harder  to  discern  in- 
dividual words  that  make  up  the  phrase. 

When  the  program  is  run  the  menu 
screen  will  appear.  First  select  the  number 
of  players.  The  next  prompt  will  be  for 
visible  or  invisible  spaces.  Invisible  spaces 
will  appear  as  blank  boxes  just  like  the 
hidden  letters  although  they  do  not  have 
to  be  guessed.  You  will  then  be  asked  to 
choose  how  you  want  the  letters  revealed. 
In  other  words,  if  a  phrase  has  four  t's  in 
it,  you  can  have  them  all  revealed  on  a 
correct  guess,  or  just  one,  leaving  the  rest 
for  subsequent  guessing.  Last  on  the  menu 
is  mock  program  errors.  This  is  sort  of  like 
drawing  a  chance  card.  Results  of  the 
mock  error  will  momentaiily  be  flashed  in 
the  center  of  the  block  of  the  player  who  is 
presently  at  turn.  Chances  are  slightly 
better  of  the  error  being  in  your  favor.  Ap- 
proximately a  567f /44%  good  to  bad  ratio. 
Select  no  errors,  errors  at  player  option,  or 
random  eiTors.  Player  option  errors  will 
occur  only  at  the  beginning  of  a  turn  and 
only  if  the  player  chooses  by  hitting  the  7 '. 
Random  errors  will  occm'  randomly  and 
also  at  the  beginning  of  a  players  turn 
and  will  average  one  in  four  turns.  Pinnt 
errors  expose  one  of  a  player's  unknown 
lettei-s.  Scoring  glitch  emors  will  alter 
your  score  plus  or  minus  five,  ten,  or  twen- 
ty points.  Array  errors  will  give  whoever 
is  at  turn  twenty  points  from  one  of  the  op- 
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ponent's  scores.  Variable  mix-up  errors 
will  grant  an  extra  turn  or  cause  you  to 
loose  a  turn. 

After  the  last  menu  selection  is  made 
the  screen  will  blank  while  the  playing 
area  is  set  up.  Blanking  allows  a  faster 
setup  time  and  it  looks  better  to  have  the 
completed  screen  appear. 

Color  coding  is  used  thix)ughout  the 
game  to  avoid  confusion.  Green  will  indi- 
cate the  player  presently  at  turn.  Yellow 
indicates  which  player  is  being  interrogat- 
ed. Red  is  used  for  playere  not  presently 
involved  in  play.  When  the  screen  appears 
the  first  block  will  be  gi^een  with  a  prompt 
for  the  fu-st  player's  name.  Type  in  your 
name  and  hit  RETURN,  The  prompt  will 
now  be  for  your  secret  phrase.  While  the 
other  players  look  away  from  the  screen 
(or  leave  the  room  if  not  trustworthy)  type 
in  your  secret  phrase.  A  minimum  length 
will  be  indicated  for  the  phrase  and  a  RE- 
TURN will  be  ignored  if  your  phrase  is  too 
short.  Use  upper  case  lettere  only  and  no 
punctuation  of  any  kind.  The  delete  key  is 
all  you  have  for  editing,  so  be  caiBftd  and 
be  sure  of  your  spelling  before  hitting  RE- 
TURN. After  properly  completing  the 
phrase,  hit  RETURN  and  the  phrase  will 
be  covered  with  blank  boxes.  A  few  notes 
will  sound  letting  opponents  know  it  is 
safe  to  look  at  the  screen  again.  Now  the 
next  playing  block  will  turn  green  ready 
for  another  player  Play  will  begin  auto- 
matically when  all  players  have  complet- 
ed their  phrase. 

The  fii-st  player  is  picked  at  random  by 
the  program.  This  person's  block  will  turn 
green,  (It  vrill  momentarily  turn  purple  if 
the  random  error  option  is  in  effect  while 
results  of  the  enx)r  are  flashed  on  youi- 
playing  block.  If  you  choose  the  progi'am 
errors  at  player  option,  now  is  the  time  to 
initiate  it.  Just  hit  the  '/ '  and  hope  for  a 
good  one.  If  this  option  has  not  been  cho- 
sen, or  you  do  not  wish  to  use  it,  then  pick 
the  player  you  intend  to  inteiTogate.  Just 
hit  the  corresponding  number  (No  RE- 
TURN needed.)  Passing  is  also  allowed  by 


hitting  zero  instead  of  an  opponent's  num- 
ber If  you  have  already  passed  two  con- 
secutive times,  you  will  be  informed  to 
make  another  choice.  Only  two  consecu- 
tive passes  are  allowed.  More  on  passing 
later 

The  interrogated  player's  block  will  now 
turn  to  yellow  while  the  program  waits  for 
you  to  select  a  letter  as  your  guess.  Again 
just  hit  the  letter  without  a  RETURN. 
This  letter  will  momentarily  be  displayed 
above  the  phrase  informing  other  players 
of  your  choice.  If  yow  guess  is  incorrect 
you  are  penalized  five  points  and  five 
points  are  awarded  to  the  inteiTogated 
player  An  incorrect  guess  will  end  your 
turn  as  well.  When  your  turn  ends  your 
block  goes  to  i^ed  and  the  ne.xt  player's 
block  turns  green.  Just  one  exception.  If 
you  have  been  granted  an  extra  turn  your 
block  returns  to  green  instead  of  the  next 
player's.  You  must  take  your  extra  turn, 
that  is  you  cannot  save  it  for  later  in  the 
game.  A  connect  guess  is  worth  ft-om  five  to 
fort}'  points  based  roughly  on  common  us- 
age with  the  vowels  worth  the  least 
amount.  You  will  continue  at  turn  until 
you  miss,  or  you  use  the  pass  option. 

Guessing  an  entire  phrase  is  allowed 
only  if  the  phrase  has  six  or  more  letters 
still  hidden.  Hit  the  "(a "  instead  of  a  letter 
and  the  cursor  will  appear  allowing  you  to 
type  in  the  phrase.  Use  care,  again  you 
only  have  the  delete  key  for  editing.  When 
through,  hit  RETURN  and  the  program 
will  compare  it  to  the  opponent's  phrase.  If 
correct  you  will  receive  not  only  the  letter 
values  for  the  remaining  tetters  still  cov- 
ered, but  also  a  100  point  bonus.  Be  care- 
fiil  though;  a  wrong  guess  will  cost  you 
100  points  and  end  your  turn.  A  slick  op- 
ponent can  alter  a  populai-  phrase  to  trick 
you. 

Now,  about  using  the  pass  option. 
Seemingly  not  too  useftil  at  first,  it  does 
become  usefiil  as  the  game  goes  on.  With 
good  players,  and  fancy  words,  the  incor- 
rect guessing  can  become  prevalent  at 
times.  Remember  an  incorrect  guess  costs 
you  five  points  and  awards  five  to  whom- 
ever you  are  interrogating. 

Use  four  players  when  you  can.  You  will 
have  more  to  choose  fi"om  and  the  game 
will  be  more  exciting.  n 


Before  ftping  ihis  program,  read  'How  lo  Enter  Ptogrmns"  and  "How  lo  U«  the  .Magaiine 

Entn-  Progam.'Thf  BASrC  programs  in  ihis  raagazmc  arc  available  on  disk  from  Loadstar. 
P.O.  Biix  .WOO".  Shrtvcport.  LA  TlllO-OOOT,  t.HltU-8.M.26M, 

Pare  A  Phrase 

110    DIM    L(4,28)  ,TL(28)  ,VL{26)  ,M{17)  , 


SC(4) ,CL(4) ,TP{4) ,N$(4) ,P$(4) 'BHFI 
120    LN$=" [HOME,DOWN24,RIGHT28] " ' BDUD 
130    FPS=" [YELLOW, RVS,SPACE28, RED] 

" ' BDJD 
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135 

140 

145 


150 

160 
170 

180 

190 

200 
210 

220 

230 
240 

250 
260 
270 

280 

290 
300 

310 
320 
330 

340 


F1$="[RVS,SPACE281 "'BDWH 
F2$=" [RVS,SHFT  J,SHFT  C]NAME 
[SPACE22] "'BDLF 

F3$=" [RVS,SHFT  U,SHFT  C] PHRASE 
[SHFT  C2]>[SHFT  C2)MIN[SHFT  C] > 
[SHFT  C,SHFT  I , SPACES ]'"  BDNQ 
Bl$=" [RV0FF,GRAY3,SHFT  B , RVS , 
SPACE 2, RED] ":B2$=" [RVS,G8AY3, 
SPACE2,RV0FF,SHFT  B, RVS, RED]" 
:RES="  RED0[SPACE211 "'DLBN 

B4$=" [GRAY3,RV0FF,SHFT  B,RVS, 
SPACE38,RVOFF,SHFT  B]"'BDBK 
PRINT  CHR$(147) :S=54272 
:FOR  I=S  TO  S+24:POKE  I,0:NEXT 
;POKE  S+24,31'LFYP 

PL=0:POKE  53280, 5:P0KE  53281,5 
:POKE  646,0:POKE  53272,21 
:PRINT  CHR$ (8) 'HNHP 

GOSUB  6050:FOR  1=1  TO  26 

:READ  VL(I) :NEXT:FOR  1=1  TO  17 

:READ  M(I) :NEXT'LCPQ 

PRINT" [CLEAR, DOWN, RIGHT43 

NUMBER  OF  PLAYERS  (2  TO  4) '"SAME 

PRINT" [RIGHT4 ,D0WN2] 

1  SPACES  VISIBLE"SPC(24) "2  SPACES 

CONCEALED" 'CDKI 

PRINT" [RIGHT4,DOWN2] 

1  ONE  LETTER  REAVEALED  PER 

GUESS" 'BAUH 

PRINT" [RIGHT4] 2  ALL  LETTERS  OF 

GUESS  REAVEALED "'BAE I 

PRINT" [RIGHT4,DOWN2] 

1  MOCK  PROGRAM  ERRORS  AT  RANDOM 

*"'BARJ 

PRINT" {RIGHT4]2  MOCK  PROGRAM 

ERROR  PLAYER  OPTION" 'BAJL 

PRINT" [RIGHT4] 3  NO  MOCK  PROGRAM 

ERRORS" 'BASJ 

PRINT" [D0WN3] *  MOCK  PROGRAM 

ERRORS  WILL  ALTER  SCORE, "'BACO 

PRINT" [RIGHT2] GRANT  EXTRA  TURN  OR 

LOOSE  TURN,  OR  MAY[SPACE2] 

EXPOSE  A  LETTER. [SPACE2] "; 'BBLU 

PRINT"IF  OPTIONAL  HIT  THE[SPACE3] 
/  TO  SIMULATE  ERROR  BEFORE 
PLAYING" 'BADU 
PRINT" [RIGHT2,D0WN] 
FAVORABLE/UNFAVORABLE  ODDS 
55.6/44.4"'BATH 

PRINT" [WHITE, HOME] ":INPUT  NP$ 
:NP=ASC(NP$)-48:IF  NP<2  OR  NP>4 
THEN  310'KYWK 
PRINT  LEFT? (LN$,5) I 
:SP=ASC(SP$)-49: IF 
THEN  320'LGBN 

PRINT  LEFT$ (LN$,9) : 

:LT=ASC(LT$)-49:IF 

THEN  330'LGQO 

PRINT  LEFT? (LNS, 14) : INPUT  RM$ 

:RM=ASC(RM$)-49:IF  RM<0  OR  RM>2 


;  INPUT  SP$ 
SP<0  OR  SP>1 

:  INPUT  LT? 
LT<0  OR  LT>1 


THEN  340'LHHP 
350  IF  SP=0  THEN  SP$="[RVOFF]  " ' EGBG 
360  IF  SP  THEN  SP$= " [ RVS ,CMDR  G]"'DFGH 
370  REM  ****INITIALIZE  SCREEN**** ' BYTK 
380  PRINT" [CLEAR] ";: POKE  53280,6 

:P0KE  53281, 0:POKE  53265, 

PEEK(53265) AND  239'GJBQ 
390  PRINT" [RV0FF,GRAY3,CMDR  A, 

SHFT  C38,CMDR  S]"B4$;'BEV0 
400  EX=1:F$=F1$:D$=FP$:PRINT" [RED] " 

:FOR  PC=1  TO  4:G0SUB  2000:NEXT 

:PRINT  B4?; 'KHYL 
410  PRINT" [RV0FF,GRAY3,CMDR  Z, 

SHFT  C38,CMDR  X]";'BBJG 
420  PRINT" [RVS, BLUE, SPACE39] "; ' BBDF 
425  POKE  2023,160:POKE  2023+S , 6 ' DQYK 
430  POKE  53265, PEEK(53265)OR  16 

:GOSUB  5000:B1$=" [RIGHT3] " 

:B2$=" [RIGHTS] " ' GDFL 
440  FOR  PC=1  TO  NP:N$ (PC) =" [YELLOW, 

SPACE9, GREEN] " : D$=MID$ (LN? , 26 ) 

:F$=F2$:EX=0: PRINT" [GREEN] "; ' JKOR 
450  GOSUB  2000:GOSUB  3000 :N$ (PC) =M$ 

:F$=F3$:EX=2'FDHM 
455  PRINT" [GREEN] "; :GOSUB  2000 

:GOSUB  3000 'DLFM 
460  PRINT  LEFT? (LNS,PC*5+1)SPC{6) ; 

'FNRK 
465  FOR  1=1  TO  28:IF  I>LEN (M$) THEN 

PRINT" [RVOFF]  ";:GOTO  490'JPPS 
470  L(PC,I)=TL(I) :IF  ASC(MID$(M?,I, 

1))=32  THEN  PRINT  SPS;'HEKQ 
480  IF  ASC(MID$(M$,I,1))  032  THEN 

PRINT" [RVS, GRAY3,CMDR  G]"; 

:CL(PC) =CL(PC) +1' JCST 
490  NEXT:P?(PC) =M$'CJEK 
500  F$=F1?:PRINT" [RED] "; :GOSUB  2000 

:GOSUB  6000:NEXT'FSDF 
600  REM  ****MAIN  PROGRAM  LOOP**** ' BXKG 
610  PL=INT(NP*RND(TI) )+l'FLIH 
620  PL=PL+1-ET: IF  PL>NP  THEN  PL=1:EX=1 

:ET=0' JXCO 
630  M$="":IR=0:PT=0:ET=ET-1 

:IF  ET<0  THEN  ET=0'JXVO 
640  IF  RM=0  THEN  GOSUB  7000'EHHI 
650  G=0:IF  CL(1)+CL(2)+CL{3)+CL{4)-CL 

(PL)=0  THEN  1000' IJQR 
660  PC=PL:PRINT" [GREEN] "; :GOSUB  2000 

:IF  PT=1  THEN  PC=PL: PRINT" [RED] "; 

IGOSUB  2000:GOTO  620'KFTT 
670  GET  A5:IF  A$=""THEN  670'EIML 
680  IF  RMOl  THEN  710'EGDL 
690  IF  IR=0  AND  A$="/"THEN  IR=1 

: GOSUB  70  20 'HNDQ 
700  IF  PT=1  THEN  PC=PL : PRINT" [ RED] " ; 

:GOSUB  2000:GOTO  620'HSRJ 
710  PQ=ASC(A5)-48: IF  PQ<0  OR  PQ>NP  OR 

PQ=PL  THEN  670'KXCO 
720  IF  PQ=0  AND  TP(PL)<2  THEN  PC=PL 

:PRINT" [RED]"; :GOSUB  2000 

:TP(PL)=TP(PL) +1:GOTO  620'LOCT 
730  IF  PQ<1  THEN  M5="TW0  CONSECUTIVE 

PASSES  0NLY":GOSUB  7180 

:GOTO  670'GOFS 
740  IF  CL(PQ)=0  THEN  670'DKYJ 
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7513 

755 

760 
770 

780 
790 

800 

810 


820 

830 

840 
850 
860 


870 
880 


890 
900 


910 

920 

930 
1000 

1010 

1020 


1030 


1040 
1050 
1060 

1070 
1080 


1090 


1100 


2000 


2010 


2015 


INTERROGATE 


PRINT" [UP3,RIGHT6] I 

"N$(PQ) 'BGHO 

TP(PL)=0:PC=PQ; PRINT" [YELLOW] "; 

:GOSUB  2000'ETAS 

GET  A$:IF  A$=""THEN  760'EIML 

K=ASC(A$):IF  K<64  OR  K>90  THEN 

760'HPEP 

IF    K064    THEN    B10'EGCM 

GOSUB    4000: IF    M$=P$ (PQ) THEN 

650'EQYP 

PC=PL:PRINT" [RED] " ; :GOSUB  2000 

:GOTO  620'EPNH 

PRINT" [WHITE] "LEFT$(LN$, 

PQ*5-1)SPC(17)CHR$(K) ; 

:FOR  T=l  TO  500:NEXT'KYLO 

ES=LEN (P5 (PQ) ) :N=INT (ES*RND(0) )+l 

;TS=0:BS=N:GOTO  850'KHFS 

BS=1:ES=N:TS=TS+1:IF  TS>1  AND  G=0 

THEN  380'JWDQ 

IF  TS>1  AND  G  THEN  920'EHAK 

IF  BS>ES  THEN  830'DHUK 

IF  L(PQ,BS) =K  THEN 

SC(PL)=SC(PL)+VL(L{PQ,BS)-64) :G=1 

:GOTO  900'IRLX 

BS=BS+1:GOTO  850'DJXN 

GOSUB  6120:SC(PL) =SC(PL) -5 

:SC(PQ)=SCtPQ)+5:PC=PL 

:PRINT" [RED] "; :GOSUB  2000' ITIA 

GOTO  920'BDKM 

CL(PQ) =CL(PQ) -1: PRINT" [RVOFP, 

WHITE] "LEFT? { LN$,PQ* 5+1 )SPC(5+BS) 

CHR$(L(PQ,BS) ) ; ' JOOS 

GOSUB  6140:L(PQ,BS)=32 

:IF  LT  THEN  870'EVHL 

PC=PQ:PRINT" [RED] "; :GOSUB  2000 

:IF  G  THEN  650'FQFL 

GOTO  620'BDHH 

REM  ****END  OF  GAME 

ROUTINE****'BYNY 

PC=PL: PRINT" [RED] " 

:GOSUB  2000'DKNX 

PRINT  LEFT$(LN$, 28) " [WHITE, RVS, 

SPACESIG  A  M  E[SPACE3)0  V  E  R 

[SPACE9] "; 'CJUD 

GOSUB  5000:PRINT  LEFT? ( LN$ , 28 ) " 

[RVS, SPACES] PLAY  AGAIN  (Y  OR  N) 

?[ SPACE 4] "; "DOKH 

GET  A$:IF  A$=""THEN  1040 'EJCB 

IF  A$="N"THEN 

IF  AS<>"Y"THEN 

RESTORE 'BAOA 

FOR  1=1  TO  4:CL(I) 

:SC(I)=0:N$(I) 

:GOTO  150'KQSQ 

PRINT" [CLEAR] GOODBYE!  " 

:FOR  1=1  TO  NP-1:PRINT  N$(I);"  "; 

:NEXT:PRINT"&  "NS(NP)'IWVP 

POKE  S+24,0:POKE  646,1 

:PRINT  CHR? (9) :END'GQCB 

REM  ****REPRINT  PLAYER 

BLOCK****'BBIB 

F5$=LEFT$ (Fl? , 15-LEN (N$ (PC) ) - 

(EX=0)*2) 'HAFF 

F6$=LEFT$(F15,5-LEN(STR$(SC(PC) ) ) 


:""THEN  1040' 
1090' DGWB 
1040'EGAD 


=  0; 
;PS 


TP(I)=0 

I) ="":NEXT 


) 'FUFH 
2020  PRINT  LEFT$(LN?, (PC*5>-2)B1$" 

[RVSj  [SHFT  U,SHFT  C30,SHFT  I] 
"B2$; 'ETUC 
2030  PRINT  B1$"[RVS]   [SHFT  B]  "; 

N$(PC)F5$PC" [LEFT]  SCORE 

:"SC{PC) " [LEFT]  "F6$"  [SHFTB] 
"B2$; 'BDWJ 
2040  PRINT  B1S"[RVS]  [SHFT  B]  ";F$;" 

[SHFT  B]  "B2$; 'BLAC 
2050  PRINT  Bl$"[RVS]   [SHFT  B]  "D$" 

[SHFT  BJ  "B2$; 'BJFD 
2060  PRINT  B19"[RVS]   [SHFT  J, SHFT  030, 

SHFT  K]  "B2S; :RETURN'CIVC 
3000  REM  ****SCREENED  INPUT 

ROUTINE**** 'BDVC 
3010  POKE  198,0:Y=1:M$="" 

:PRINT  LEFT? (LN$, (PC*5+EX)-1) SPC 

(6) "[RVS, YELLOW] "; 

:GOSUB  6140'KJSK 
3020  POKE  204,0:GET  A$:IF  A$=""THEN 

3020'FPRD 
3030  POKE  204,1:K=ASC(A$) 

:IF  K=32  AND  TL(Y-1)=32  OR  K=32 

AND  Y=l  THEN  3020 "NHJN 
3040  IF(K>64  AND  K<91)+(Y<29  AND 

EX>0)+(Y<10  AND  EX=0)  +  (K=32)  0-2 

THEN  3060'SJFS 
3050  PRINT  A$; :TL(Y)=K:y=y+l 

:GOTO  3020'PTLH 
3060  IF  K=20  AND  Y>1  THEN  PRINT" 

[LEFT2]      [LEFT] "; : Y=Y~1 

:GOTO  3020'JPGM 
3070  IF(K=13)+(EX>0  AND  Y>20)+(EX=0 

AND  Y>l)=-2  THEN  PRINT"  "; 

:GOTO  3090 'PCMR 
3080  GOTO  3020'BECE 
3090  IF  TL{Y-1)+EX=34  THEN  PRINT 

LEFT?(LN$,PC*5+(EX-1) )SPC(6) RE$; 

:GOTO  3010'MKOT 
3100  FOR  1=1  TO  Y-1:M?=M$+CHR$ (TL(I) ) 

: NEXT : PRINT" [ RVOFF] " ; : RETURN ' KUQH 
3130  PC=PL:PRINT" [GREEN] "; :GOSUB  2000 

: RETURN 'EMSE 
4000  REM  ****EVALUATE  PHRASE 

GaESS****'BCCD 
4010  IF  CL(PQ)<6  THEN  4090'DLEB 
4020  PC=PQ:GOSUB  3000 : PC=PL ' DOND 
4030  IF  MS<>P${PQ)THEN 

SC(PL)=SC{PL)-100:GOSUB  6100 

:PRINT" [RED] "; :GOTO  4090' JKSM 
4040  FOR  1=1  TO  LEN(P$(PQ)) 

:IF  L(PQ,I)=32  THEN  4070'HYDJ 
4050  SC(PL)=SC(PL)+VL(L(PQ,I)-64) 

:GOSUB  6140'EFYK 
4055  PRINT  LEFTS(LN5,PQ*5+1)SPC(5+I) ; 

'CORN 
4060  PRINT" [RVOFF, WHITE] ";CHR$ (L(PQ, 

I)) ; :PRINT" [PURPLE] "; 

:GOSUB    2000 'ESPJ 
4070    NEXT'BAED 
4080    CL(PQ)=0:SC(PL)=SC(PL)+100 

: PRINT" [GREEN] "; :GOSUB    2000 

:GOSUB    6050'GKOP 
4090    PC=PQ: PRINT" [RED]"; : GOSUB    2000 
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: RETURN 'EMVK 
5000  REM  ****REM  GAME  TUNE**** ' BTZC 
5020  POKE  S+5,0:POKE  S+6,240 

:POKE  S+3,8:POKE  S+22,128 

:POKE  S+23,241'KHMM 
5030  READ  A: READ  B : READ  C 

:IF  A=-l  THEN  RETURN 'IIBG 
5040  POKE  S,A:POKE  S+1,B:P0KE  S+4,65 

:FOR  T=l  TO  C:NEXT:POKE  S+4,64 

:GOTO  5030'MFVP 
6000  REM  ****SOUND  EFFECTS** **' BUDD 
6010  POKE  S+5f0:POKE  S+6,240 

:FOR  1=1  TO  10  STEP  3 : POKE  S,M(I) 

:POKE  S+1,M(I+1) 'MION 
6020  POKE  S+4,33:FOR  T=l  TO  M(I+2) 

:NEXT:POKE  S+4,32:NEXT' KVOK 
6030  IF  PC<>NP6040'DIIE 
6035  POKE  S,143:POKE  S+1,10 

:POKE  S+4,33:FOR  T=l  TO  400:NEXT 

:P0KE  S+4,32'LFUT 
6040  GOTO  6150'BEJD 
6050  POKE  S+5,0:POKE  S+6,240 

:FOR  1=1  TO  6:0N  I  GOTO  6070, 

6070,608  0,6090,6080,6090' JVXR 
6060  POKE  S,L0:P0KE  S+1,HI:P0KE  S+4,33 

:F0R  T=l  TO  D:NEXT:P0KE  S+4,32 

:NEXT'MDER 
6065  GOTO  615'BDLK 

6070  LO=195:HI=16:D=100:GOTO  6060'EUGM 
6080  LO=31:HI=21:D=100:GOTO  6060'ETYM 
6090  LO=30:HI=25:D=300:GOTO  6060'ETEN' 
6100  POKE  S+5,0:POKE  S+6,240 

:FOR  1=13  TO  17 : POKE  S,M(I) 

:POKE  S+1,3:P0KE  S+4,33'MKHO 
6110  FOR  T=l  TO  250:NEXT:POKE  S+4,32 

:NEXT:GOTO  6150' ISPI 
•6120  POKE  S+5,0:POKE  S+6,240: POKE  S,71 

:POKE  S+1,6:P0KE  S+4,33'JCBM 
6130  FOR  T=l  TO  300 :NEXT : POKE  S+4,32 

:GOTO  6150 'HREJ 
6140  POKE  S+5,15:POKE  S+6,249 

:POKE  S,151:P0KE  S+1,126 

:POKE  S+4,33: POKE  S+4,32 'LMBR 
6150  RETURN 'BAQE 
7000  REM  ****MOCK  ERROR 

ROUTINE****'BYJF 
7010  CH=INT (4*RND(0) )+l 

:IF  CHOPL  THEN  M$  =  "" 

:GOTO  7200 'LVXL 
7020  PC=PL: PRINT" [GRAYl] "; :GOSUB  2000 

:M=INT(9*RND(0) )+l'IUYL 
7030  ON  M  GOTO  7040,7050,7060,7070, 

7 0  80, 7090, 71 00, 7110, 7150 'COUL 
7040  M$="SCORING  GLITCH [SPACE2, 

L.  GREEN]+10  POINTS" 

:SC(PL)=SC{PL)+10:GOSUB  6140 

:GOTO  7180 'FCXT 
7050  M$="SCORING  GLITCH tSPACE2 , 

L.  GREENl+20  POINTS" 

:SC(PL)=SC(PL) +20:GOSUB  6140 

:GOTO  7180'FCAU 
7060  M$="SCORING  GLITCH [SPACE2, 

L.  GREEN]+30  POINTS" 

:SC(PL)=SC(PL) +30:GOSUB  6140 


:GOTO  71B0'FCCV 
7070  M$="SCORING  GLITCH [SPACE2, RED] 
-5  P0INTS":SC(PL)=SC(PL)-5 

:GOSUB  6120:GOTO  7180 'FBWV 
7080  M$="SCORING  GLITCH [SPACE2 , RED] 

-10  POINTS" :SC(PL)=SC(PL)-10 

:GOSUB  6120: GOTO  7180 'FCXX 
7090  M$="VARIABLE  MIXUP  [SPACE2 , 

L.  GREEN] EXTRA  TURN":ET=1 

:GOSUB  6050:GOTO  7180 'EQLV 
7100  M$="VARIABLE  MIXUP [SPACE2 , RED] 

LOOSE  TURN" :PT=1:G0SUB  6100 

:GOTO  7180'EQPN 
7110  M$="PRINT  ERROR  [RED] 

LETTER  EXPOSED" : LE=INT (LEN (P$ ( PL) 

)*RND(0) )+l'HTLR 
7120  IF  L(PL,LE)=32  THEN  7110'DOIH 
7130  GOSUB  6100:PRINT" [WHITE, RVOFF] 

"LEFT? (LN$,PL*5+1) SPC(5+LE) CHR$ 

{L(PL,LE) ) ; 'IFLP 
7140  L(PL,LE) =32:CL(PL) =CL(PL) -1 

:GOTO  7180 'EEUN 
7150  M$="SUBSCRIPT  ERROR  [L.  GREEN] 

+20  FROM":PP=INT{NP*RND(0)) +1 

:IF  PP=PL  THEN  7150 'JWKX 
7160  GOSUB  6140:SC(PL)=SC(PL)+20 

:SC(PP)=SC(PP)-20'FJRR 
7170  PC=PP: PRINT" [RED] "; :GOSUB  2000 

:M$=M$+STRS(PP) ' GUVP 
7180  FOR  1=1  TO  5: PRINT" [WHITE, RVS] 

"LEFT? (LN$,PL*5}SPC(6)M$; 

:FOR  T=l  TO  500 : NEXT ' LAKU 
7190  PRINT  SPC(14) " [UP] "Fl$; 

:FOR  T=l  TO  100: NEXT :NEXT'HPLQ 
7200  PC=PL:PRINT" [GREEN] "; :GOSUB  2000 

: RETURN 'EMSG 
8000  DATA  10,20,20,20,10,30,20,30,10, 

40,30,20,30,20,10,30,40,20,20,20, 

10'BMBM 
8010  DATA  30,30,40,30,40,12,7,300,233, 

7,100,97,8,300,12,7,400,244,187, 

134'BNCN 
8020  DATA  03,35,195,17,100,31,21,200, 

181,2  3,100,0,0,100,156,26,200,31, 

21'BMK0 
8030  DATA  100,0,0,100,181,23,200,156, 

26,100,0,0,100,49,28,300,0,0,100, 

239'BNNP 
8040  DATA  19,100,239,19,200,31,21,100, 

0,0,100,181,23'BRLM 
8045  DATA  200,239,19,100,0,0,100,31, 

21,100,239,19,100'BSJR 
8050  DATA  31,21,100,181,23,100,156,26, 

200, 210, 15,200,-1,-1,-1 'BBOP 
8060  DATA  31,21,300,195,16,300,24,14, 

150,19  5,16,450,0,0,150,31,21, 

300'BJCR 
8070  DATA  195,16,300,209,18,150,209, 

18,4  50,0,0,150,31,21,300,195,16, 

300'BLOT 
8080  DATA  96,22,150,96,22,450,0,0,150, 

96,22,150,31,21,150,195,16, 

150'BIFT 
8090  DATA  209,18,150,210,15,150,195, 

16,450,-1,-1,-1'BQWR  end: 
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The  128  Mode 

Big  League  Baseball, 
PaH2 

Explore  the  Commodore  128  in  its 
powerful  native  mode.  Some  of 
the  articles  in  this  column  may  be 
technical,  some  not  to  technical 
—  but  we  guarantee  that  they  will 
spark  your  creativity. 

Oh  how  time  changes  things.  When 
we  last  talked  I  told  you  that  this 
month  you'd  get  the  completion  to  Big 
League  Baseball.  But  between  that  time     j 
and  the  present  something  strange  hap- 
pened —  Big  League  Baseball  got  bi^er. 
And  better.  The  trouble  is,  now  you'll  need 
a  third  instalhnent  to  get  it  all. 

But  don't  be  dismayed,  I  think  once  you 
get  this  chunk  of  code  keyed  in,  you'll  be 
in  baseball  heaven.  You'll  be  able  to  juggle 
lineups,  pinch-hit,  bunt,  intentionally 
walk  hitters,  steal  bases,  let  pitches  go  by 
for  called  balls  or  strikes,  ground  into  dou- 
ble-plays, view  batter's  and  pitcher's  stats, 
and  best  of  all,  you'l!  get  to  watch  the 
game  in  action.  I  even  added  an  original 
musical  score. 

You'll  note  that  there  is  not  one  but 
three  (awk!)  listings  included.  Now  pay  at- 
tention: the  instpjctions  are  going  to  get 
explicit. 

1)  Type  in  listing  2  first  and  save  it  (call  it 
"Listing2").  Then  run  it.  It  will  take  a 
while  to  complete  its  busy  work  (over  two 
minutes)  so  you  can  go  get  a  soda.  When 
it's  done,  you'll  have  a  sequential  file  on 
your  disk  entitled  "Flight  Data."  This  will 
be  used  during  the  progi'am  to  let  you 
watch  the  fly  balls  fly. 

2)  Next  type  in  listing  3.  This  is  your 
sprite  data  (not  to  be  confnsed  with  Flight 
Data).  Save  this  (name  it  "Listings").  Now 
run  it.  When  it's  done  you'll  have  two 
more  files  on  disk  —  'Tlayersl"  and 
"Players2."  These  will  be  loaded  by  the 
main  program  also  when  it  runs. 

3)  Finally,  you're  ready  for  the  listing  en- 
titled "Big  League  Baseball  —  Install- 
ment #2."  But  wait!  Don't  type  it  in  yet. 
Instead,  load  the  program  fiiDm  install- 
ment #1  into  your  computer.  Now  you  can 
begin  typing.  Save  it,  of  course,  when 
you're  done  typing. 

As  you  type  you  may  realize  that  you 


Don't  worry  about 
memorizing  which  direction 
(joes  what  —it  is  printed  on 
the  screen  just  above  the 
batter. 


are  typing  over  some  of  the  lines  you 
typed  in  installment  #1.  That's  what 
you're  supposed  to  do.  These  new  lines  will 
replace  those  and  will  allow  the  enhance- 
ments of  this  edition  to  work. 

What's  New 

The  first  new  thing  you'll  notice  is  that 
the  program  does  more  chores  before  you 
can  begin.  It  has  to  load  four  files  fixim  the 
disk  drive. 

Next  you'll  note  a  more  colorfiil  screen 
and  a  happy  time.  You  still  have  the  same 
four  options.  Since  I'm  assuming  you  al- 
ready have  some  teams  typed  in  (and  if 
you  don't,  you  know  how  to  do  so  with  the 
help  of  last  month's  column),  let's  choose 
Play. 

There.  You've  loaded  two  teams,  you've 
set  two  lineups,  and  now  you're  ready  to 
begin.  Voila!  Nine  mtense  players  appear 
on  the  field.  Let's  PLAY  BALL. 

Needed:  One  Joystick 

You  won't  be  able  to  do  anything  until 
you  plug  a  joystick  into  port  2.  While  this 
can  easily  be  a  two-player  game,  only  one 
joystick  is  needed.  The  batter  will  control 
it  at  all  times.  When  the  person  on  offense 
is  ready  to  hit,  he  simply  presses  the  fire 
button  and  the  pitcher  will  begin  his  wind. 


When  the  pitch  comes  across  homeplate 
fire  again  —  unle^  you  want  to  "take"  the 
pitch  for  a  called  ball  or  strike. 

The  person  on  offense  will  use  the  joy- 
stick not  only  to  hit  but  also  to  select  from 
four  options  prior  to  hitting:  1)  Pinch-hit, 
2)  Bunt,  3)  Steal,  and  4)  Clear  previous 
choices.  Move  the  joystick  up  to  pinch-hit, 
down  to  bunt,  left  to  steal  and  right  to 
clear. 

Don't  worry  about  memorizing  which 
direction  does  what  —it  is  printed  on  the 
sciwn  just  above  the  batter.  You  will  need 
to  remember  that  for  any  of  these  fianc- 
tions  to  operate,  you  must  press  the  fire 
button. 

For  example,  if  you  wish  to  bunt,  move 
the  joystick  down  (south!  and,  while  hold- 
ing it  there,  fire.  A  grunting  sound  will 
tell  you  that  you've  made  the  decision  (in 
fact,  if  you  hold  the  button  you'll  hear  a 
bunch  of  grunting  sounds...but  that's  no 
problem).  Now  move  your  joystick  back  to 
straight  up  and  press  the  button.  The 
pitcher  \\ill  kick  and  fire. 

For  the  bunt  option  to  work  properly, 
keep  in  mind  that  you  still  must  fire  at 
the  ball  when  it  comes  by.  By  the  way,  I 
wouldn't  advise  bunting  for  basehits  as 
they're  rare.  But  for  sacrifices,  it's  a 
great  maneuver. 

The  steal  option  works  the  same.  Of 
course,  you  must  have  runners  on  base. 
The  lead  runner  is  the  one  who  will  be 
gunned  down  so  keep  in  mind  that  his 
speed  is  the  critical  factor.  Remember,  you 
typed  in  a  numerical  equivalent  for  each 
player's  speed.  It's  listed  on  the  screen 
when  they  bat...but  once  they're  on  base, 
you  must  assign  it  to  memory',  Also  re- 
member, for  a  steal  to  work,  vou  must  let 
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the  pitch  go  by.  The  pinch-hit  option 
works  the  same.  Push  up  and  fire.  This 
iHme  you'll  leave  the  diamond  and  be  back 
at  the  lineup  screen.  You  may  cycle 
through  your  available  players  just  as 
when  you  set  the  lineup. 

Finally,  the  "clear"  option  (push  i-ight 
and  fire)  simply  takes  off  the  bunt  or  steal 
signal. 

You  may  be  thinking,  "Hey,  if  the  com- 
puter grunts  when  I  choose  to  steal,  then 
the  other  gu/l!  notice  and  I'll  have  no  se- 
crets," Good  observation  —  almost.  You're 
deductive  weakness  lies  in  two  ai^as:  1) 
your  opponent  can't  do  much  about  it  ex- 
cept walk  you,  and  21  he  won't  know  if 
you're  stealing,  bunting,  or  clearing.  Fake 
him  out  just  like  they  do  in  the  Majors: 
give  him  a  "non"  sign  by  clearing  when 
there's  nothing  to  clear. 

Big  League  Defense 

If  you're  starting  to  pity  the  man  on  de- 
fense, don't.  He'll  get  his  chance  to  bat 
1  soon  enough.  Besides,  he  does  have  three 
i  options  each  pitch:  1)  to  change  pitchers, 
i  2)  to  intentionally  walk  a  batter,  and  3) 
j  to  view  his  pitcher's  statistics.  He  makes 
his  choices  via  the  keyboard:  C  -  change 
pitchers,  W  -  walk  batter,  and  S  -  view 


statistics.  This  is  printed  on  the  screen  as 
a  constant  reminder. 

Since  the  offensive  player  controls  when 
the  pitch  is  to  be  delivered  (it's  done  this 
way  so  that  you  can  play  solitaire  without 
having  to  drop  the  joystick  then  pick  it  up 
again  really  fast*,  he  must  allow  the  de- 
fense to  select  w'hatever  options  he  might 
want.  Therefore,  it's  good  etiquette  to  say 
prior  to  each  pitch,  "Are  you  ready, 
Smithei-s"  or  w^hatever  your  buddy's  name 
is.  Tb  which  he'll  respond,  if  he's  a  refined 
I  gentleman,  "Yes  I  am,  Withei-spoon.  You 
'  may  proceed."  If  you  forget  to  allow  some 
time  for  Smithers  to  press  some  keys,  he 
has  a  very  mean  weapon  at  his  disposal  — 
the  joystick...which  you  must  hand  him  at 
the  change  of  at-bats.  In  other  words,  you 
may  share  the  same  fate. 

A  List  of  BewaresI 

As  you  play,  you'll  learn  to  know  the 
personality  of  this  program  quite  well. 
You  may  wonder  about  why  some  things 
happen  like  they  do.  Here's  a  list  of  expla- 
nations to  questions  you  haven't  asked  yet 
but  may: 

1)  You  can  walk  even  if  you  swing  at  a 

pitch.  This  is  because  the  game  is  meant 
to  be  statistical  in  nature,  not  arcade-like. 


2)  Steals,  bunts,  and  double-plays  all  are 
calculated  based  on  player  speed.  You 
may  decide  your  initial  speed  calculations 
were  too  strict  or  too  loose.  Feel  free  to  use 
the  Update  Option  to  re-edit. 

3)  If  you  pinch-hit  for  a  pitcher,  at  the 
time  you'll  simply  select  a  hitter.  WTien 
the  inning  is  over  you'll  be  required  to  se- 
lect another  pitcher  You  may  place  the 
pitcher  in  any  spot  in  the  lineup,  thus  al- 
lowing your  pinch-hitter  to  stay  in  the 
game. 

4)  Last  month  I  mentioned  that  you  could 
make  up  a  league  of  "Great  Yankee 
Tfeams."  Well,  you  can,  but  you'll  need  to 
change  the  data  in  lines  290-320  to  differ- 
ent names. 

5)  The  ability  to  sort  and  save  individual 
and  team  records,  a  ballpark  effects  factor 
and  e.\planations  of  several  crucial  sec- 
tions of  code  (to  help  you  modify' i  will  be 
forthcoming  in  next  month's  column.  And, 
of  course,  there  \vi\\  be  more  little  extras 
that  as  yet  have  not  jumped  into  the  right 
hemisphere  of  my  brain. 

But  let's  not  dwell  on  the  future... the 
present  is  too  soon  slipping  by  us.  And 
there  are  bunts  to  bunt  and  bases  to  steal 
i  and  lots  of  Big  League  Baseball  to  play.  Q 


i 


F^uornypin^is  progfam,  rtaii  "Him'  M  Enler  Projiraiis"  and  ■'How  to  L'sc  the  .Magazine 
Entry  Ptogram."  The  BASIC  programs  in  this  magazine  are  available  on  disk  ffum  Luadsiar, 
P.O. Box  JOOO".  Shrcvcport,  l..\  'UJO-tlOO-,  I  BOn-Sl!  ^G'Ji. 

-Installment  #2 

PLAYERSl" 

AV    T-H,SPS  (T) 

R  T=0  TO  7 
8) :NEXT' ISGL 
X(T)  ,Y(T)  ,DI(T)  , 
T,X(T) ,Y(T) 
EXT'HEUS 
57,9,  202,134, 
,221,2,56,8,  30, 
,170, ,,50,2,  ,,,, 
11,  118,126,, ,53, 

SSHAPE  SP$(i7) ,0, 
(18) ,0,16,23, 

1  TO  10 
F(T,I) :NEXT 

,138,6,180,113, 
8,17,110,72,18, 
,280,45,6,265, 


Big  League  Baseball  - 

30    DIM    SP$(18) :BLOAD" 

:FOR   T=0    TO    7:SPRS 

:NEXT' I ATM 
40  BL0AD"PLAYERS2":F0 

:SPRSAV  T  +  l,SP$(T-^ 
'.  50  FOR  T  =  l  TO  8:READ 

SD(T) ,PT,A:MOVSPR 

:SPRSAV  SP${A) ,T:N 
60  DATA  156,189,41,2, 

270,3,56,8,  88,134 

190,90,3,48,0,  105 

,10,  180,122, , ,53, 

5'BAOB 
62  GSHAPE  SP9(5) ,0,0: 

0,23,15:SSHAPE  SP$ 

20'DWOQ 
64  DIM  F(10,3) :FOR  T= 

:FOR  1=1  TO  3:READ 

:NEXT' KARR 
66  DATA  7,0,154,6,156 

17,168,72,18,168,8 

110,88,  5,180,20,5 

130'BUOB 

82  SCNCLR'BAGG 

182  DRAW  0,96,88  TO  1 

230  DIM  TM$(4,7) ,H0$( 

6) ,PL(1,10) ,RE${1 

FL$(20) ,FL(20) ,AX 


240 
250 


90,88'CNMJ 
1,25,6)  ,H0C1,25, 
8) ,IN5(1,6) , 
(14) ,BX(14) , 


251 

252 
254 

256 

258 

372 

374 

375 

376 

378 


RB(3)  ,SV(8)  ,S0$  (3)  ' BFJV 

FOR  T=0  TO  18:READ  RE$(T) 

:NEXT'FMKF 

DATA  "[SHFT  P] OPUP" , " [SHFT  F] 

LYOUT"," [SHFT  F] LYOUT" , " [ SHFT  L] 

INEOUT"," [SHFT  LJ INEOUT" , " [ SHFT  G] 

ROUNDOUT","  [SHFT  G] ROUNDOUT"," 

[SHFT  S]TRIKEOUT","[SHFT  S] INGLE", 

"[SHFT  DJOUBLE"," [SHFT  TJRIPLE"," 

[SHFT    HjOMERUN"," [SHFT    W] ALK" , " 

[SHFT    E] RROR"'BNXO 

DATA" [SHFT    D] OUBLEPLAY" , " [SHFT    B] 

UNT","[SHFT    S]TOLEN    BASE"," 

[SHFT  C] AUGHT!"," [SHFT  0} 

OPSl"'BECQ 

FOR  T=0  TO  7:READ  GR { T) : NEXT ' FKBI 

DATA  89,80,50,65,930,1130,750, 

1110'BEGL 

FOR  T=0  TO  14:READ  AX(T),BX(T) 

:NEXT'FREN 

DATA  4,0,3 


■  I  I  I  I  ^  I 

BEFT 


4,3,4,7,7,7,7 
14,2,16,0,18,0,19,1,20,, 
FOR  T=l  TO  21:READ  A$,B$ 
:C$=C$-F"V1"+A$  +  "V2"  +  B$:NEXT'  KUOR 
DATA  04QE,C,F,D,G,E,05WC,04G,QB,F, 
05C,04G,A,F,WG,WE'BVFT 
DATA  04Q#F,Q|D,G,E,#F,#D,WD,03B, 
04QG , D , A , E , G , D , WE , C ' BVWU 
DATA  QD,03B,04D,03B,04QE,C,D,03B, 
04WC,03G'BLKT 
V1$="V1T4":V2$="V2T4" 
:SO$(0)=V1$+V2$+LEFT$(C§,126) 
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28  Users  Only/ 128  Mode 

:SO$(1)=LEFT$(C$,90) 
:SO$(2)=MID$(C$,127) 
:S0$ (3) =V1$+V2$+LEFT$ (C$,63) ' OCAO 

382  D0PEN#2, "FLIGHT  DATA"'BEQL 

383  FOR  T=0  TO  19:INPUT#2,FL$(T) 
:NEXT'FOWN 

384  DCLOSE:FL$(20)=CHR$(0) 'DMTN 

386  FOR  T=0  TO  20:READ  FL (T) : NEXT ' FLMQ 
383  DATA  1,1,1,1,1,2,2,3,3,2,3,2,3,3, 

2,2,2,2,2,2, 'BPSU 
485  GOSUB  4000'BEFM 
500  FOR  T=l  TO  7:CHAR  1 , 1 , T, " [ SPACE10] 

",1:NEXT'FMNG 
502  COLOR  1,9:CHAR  1,2,10," 

[SHFT  POUND]P[CMDR  *]",1 

:CHAR  1,2,11,"S+C",1 

:CHAR  1,2,12," tCMDR  *] 

[SHFT  POUND]":CHAR  1,3,12,"B",1 

:CHAR  l,2,13,LC$+"JOY" 'HCAW 
504  COLOR  1,5:CHAR  1,15,0,LC$+" 

[SHFT  W]=WALK[SPACE2,SHFT  C] 

=CHANGE [ S PACE2 , S HFT  S ] =STATS " ' DOMQ 
550  COLOR  1,3:F0R  T=0  TO  8 

:CHAR  1,0,T," [SPACE12] ",1 

iNEXT'GRWN 
662  IF  PK=1  THEN  GOSUB  3300 : PK=0 ' FLKN 

693  COLOR  0,1:COLOR  1 , HH+7 : MD=0 ' ENBS 

694  FOR  T=l  TO  10: IF  T>3  THEN  COLOR  1, 
6:C0L0R  0,HH+7:MO=1' KUEY 

695  IF  T=5  OR  T=7  THEN  COLOR  0,1 
:COLOR  1,HH+7:MO=0' JRQY 

696  GSHAPE  SP$ (F ( T , 1) ) , F (T , 2 ) , F (T , 3) , 
MO'BDUV 

697  NEXT'BAEQ 

698  PLAY  "V1T0"+SO$ (3) 'CHFV 

720  COLOR  1,3:CHAR  1 , 3 , 8 , LC$+" [ SHFT  0] 

UTS"+STR$(0U-1) ,1'GUUN 
732  IF  RE=17  THEN  750'DHBJ 
770  :  GOSUB  2339:  REM  PITCH'CLQL 
772  SPRSAV  SP$ (2) ,5:SPRSAV  SP?(0), 

4'CTFP 
774  IF  RE=17  THEN  EXIT'EEHP 
776  IF  C1>0  OR  C2>0  THEN  750'FJPT 
802  RE=0:FOR  T=l  TO  3:RB(T)=0 

:NEXT'GPHL 
882  IF  J2=l  THEN  GOSUB  3070 

:GOTO  940'FLVR 
935  IF  LEN(L$(H) )=NP(H)THEN  1080 'EQBR 
972  Z=0'BCJN 
1010  IF  K<9  OR  J2=l  THEN 

L5  (H)=L$(H) +CHR$(T)  ' ISGD 
1054  IF  J2=l  THEN  RETURN ' EDFF 
1052  L$ (H) =L$ (H) +CHR$ (T) ' DNRF 
1064  IF  PK=2  THEN  RETURN 'EDMG 
1102  Z=Z+1:IF  Z>24  THEN  PRINT" [SHFT  N] 
ONE  AVAILABLE" : SLEEP  1 
:GOTO  1200'IPPJ 
1132  IF  PK=2  AND  H0$ (H ,T , 1) <>" [SHFT  P] 

"THEN  1100 'GRRH 
1134  IF  PK=1  AND  H0$(H,T,1)  ="[SHFT  P] 

"THEN  1100'FRTI 
1670  V§(0)="  [L.  BLUE]  NEW  TEAM.  " 

:HH=0'CJLM 
2030  UD=1:H=0:HH=0;V$(H)="  [SHFT  U] 


2122 
2160 


2295 

2320 
2322 

2324 
2326 

2328 
2330 

2332 
2336 
2339 

2340 


2344 

2348 
2350 
2352 
2354 

2356 

2358 
2360 
2370 

2380 
2390 

2450 

2480 
2540 
2560 


2564 

2572 
2580 
2590 

2630 

2635 


PDATE  TEAM"'EQMH 

PA=PA+GF(HH) 'CKKC 

P2=PL(H,PL) :IF  P2=P(H)THEN  BA= . 1 

:WB=.025:PO=.005:SB=5 

:P0$  =  " [SPACE4] ":HR$="[SPACE3]  " 

:AB$="[SPACE3] ":BA§="  .100" 

:WK$=" [SPACE3] ":GOTO  2240'OOSC 

CHAR  1,1,7,LC$+" [SHFT  S] 

PEED"+STRS (SB}+"  " , 1 ' FPCS 

S$="":DO'CDCB 

GET  J$: J2=J0Y(2) :IF  J$<>""THEN 

GOSUB  3600:GOTO  2322'JUHK 

IF  J2<128  THEN  2332'DJWG 

J2=J2  AND  127:IF  J2=0  THEN 

EXIT'GLTL 

SOUND  1,2000,1'BIKJ 

ON  J2  GOSUB  3000,3270,3270,3270, 

3200, 3100, 3100, 3100 'CQG J 

L00P:S0UND  1 , 15000 , 1 ' CKAF 

RETURN 'BAQG 

SPRSAV  SP? (3) ,5:SLEEP  1 

:SPRSAV  SP$  (4)  ,5'DWVQ 

SPRITE  6,1,2,0:SPRITE  7,1,1,0 

:M0VSPR  6,120,180:MOVSPR  7,120, 
190:MOVSPR  6,249#5 

:MOVSPR  7,249#5'GHEQ 

J=J0Y(2)tIF  RSPP0S(6, 

0)<20  THEN  BEGIN:M0VSPR  6,0#0 

.•SPRITE  6,0:SPRITE  7  ,  0  '  KGVS 

:IF  RND(1)<.5  THEN  C1=C1+1 

:ELSE  C2=C2+1'JRKS 

:IF  Cl=4  THEN  RE=11 : TB=1 : S$="" 

:G0T0  2560'HUXL 

:IF  C2=3  THEN  RE=7 : TB=0 : S$="" 

:G0T0  2540 "HTHM 

:CHAR  1,5,22,LC$+" [SHFT  C]OUNT 

:"+STR$ (Cl)+"  -"+STR$ (C2) 'HTIR 

:IF  S$="STEAL"THEN  RE=16:TB=0 

:GOTO  2560 'GQFR 

:BEND:GOT0  2610'CHUM 

IF  J=0  THEN  2344'DGRG 

T=RSPPOS  (6,0)  :MOVSPR  6,0#0 

IMOVSPR  7,0#0'EVDL 

SPRSAV  SP$(1) ,4'BJNH 

TB=0:BI=ABS (T-50) :IF  BI>12  THEN 

RE=7:G0T0  2560 'JYQR 

IF  R3<.05  THEN  RE=12:TB=1 

:G0T0  2540'GSIK 

BEND:GOT0  2540'CGOI 

IF  S$="BUNT"THEN  RE=15 : TB=0 ' FKXJ 

ON  RE+l+TB  GOSUB  28  50,2850,2850, 

28  50,2850,2890,2890,2970,2630, 

26  30,2630,2630,3500,2630,2890, 

3220,3120'EOYA 

SPRITE  6,0:SPRITE  7,0:COLOR  1,15 

:CHAR  1,5,22,LC$+LEPT$ (RE$(RE+TB) 

+SP$,12) ' IROY 

IF  S$<>"STEAL"THEN  C1=0 :C2=0 ' GJNP 

CHAR  l,31,22+H,SC$,l'COBL 

SLEEP  1:CHAR  1 ,  5  ,  22 , " [SPACE12] 

"'CKIN 

IF  RE+TB013  THEN  GOSUB  2850 

:ELSE  GOSUB  2890'IPFL 

R=0:FOR  T=l  TO  TB:SOUND  1,25000, 

9, 0,150, 9000, I'FFGR 
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2640  B1=1:E2=4:G0SUB  2810'DMXI 

2672  IF  RSPBITE(4,0) =1  THEN  SPRITE  4,0 

:SPRITE  1,1'GQSQ 
2680  GOSUB  2840:GOSUB  2790 : NEXT ' DKAL 
2700  IF  RE=15  THEN  SPRITE  1,0'EIOF 
2732  Bl=2:B2=3:GOSUB  2810 

:GOSUB  2840'ERRM 
2734  RB(3)=RB{2) 'BKYK 
2780  : 'ABHJ 
2790  RB(3)=RB(2) :RB(2)=RB(1) :RB(1) =SB 

:SB=0 ■ EIPU 
2800  RETURN 'BAQC 
2810  FOR  I=B1  TO  B2:M0VSPR  I, 

DI (I) #SD{I) :NEXT'FVPK 
2820  FOR  J=l  TO  700 : NEXT ' EGOH 
2830  RETURN'BAQF 
2340  FOR  1=1  TO  4:M0VSPR  I,0#0 

:MOVSPR  I,X(I) ,Y(I) :NEXT 

: RETURN 'HADQ 
2850  FL=INT(RbiD(l)*AX(RE+TB)  )+BX 

(RE+TB) 'HXUR 
2852  Y=208:Y1=10:IF  FL>13  THEN 

Y1=0'GRAQ 
2854  Y2=0:IF  TB=4  THEN  Y2=60'FLWQ 
2856  SL=LEN (FL$ (FL) ) : UY=ASC ( RIGHT$ 

(FLS (FL) ,1) )+Y2+Yl:UL=y-UY 

:US=UL/SL'LTGG 
2860  US=US*FL(FL) 'CKJM 
2870  FOR  1=1  TO  SL  STEP  FL(FL) 

iMOVSPR  6,I*2+50,ASC(MID$(FL$(FL) 

,1,1) )  : Y=Y-US:MOVSPR  7, 1*2  +  51, Y 


:NEXT' PAHF 
2880  RETURN'BAQK 
2890  FOR  X=l  TO  5:M0VSPR  6,50+X,203+X 

:M0VSPR  7,52+X,214-X:NEXT'KDJX 
2900  GR=INT(RND(1)*4)  'EIJH 
2910  XX=GR(GR+4) :IF  RE+TB=13  THEN 

XX=XX+250' IXKP 
2920  MOVSPR  6,GR(GR)#3:MOVSPR  7, 

GR(GR)#3:F0R  X=l  TO  XX:NEXT 

:MOVSPR  6,0*0:MOVSPR  7,0#0'ISGU 
2930  IF  RSPRITE(1,0) =1  AND  0UT<3  THEM 

BEGIN 'HMFN 
2940  :IF  RND(1)>.7  THEN  2960'EKSL 
2950  :IF  INT(RND(1) *9)+l>SB  THEN 

SPRITE  1,0:OU=OU+1:RE=14'LALV 
2960  :BEND'BCFK 
2970  RETURN'BAQK 
3000  KK=P3 {H) :DK=KK'CMQY 
3010  GOSUB  3090'BENW 
3020  IF  PL(H,KK)=P(H)THEN  P(H)=0 

:PK=1'FVUF 
3030  GOSUB  870:GRAPHIC  I'CFQA 
3040  GOSUB  2160:GOSUB  2240 

:GOSUB  3095'DOYD 
3060  RETURN'BAQB 
3070  FOR  T=l  TO  9:CHAR  1 , H*20+2 , T+2 , 

"  "  +  LEFT$(HO$(H,PL  (H,T)  ,0)+SP§, 

12)+H0$(H,PL(H,T) ,1) ,1:NEXT 

:CHAR  l,H*20,KK+2,"  ISHFT  *] 

>" ' PSMD 
3080  RETURN 'BAQD 
3090  FOR  T=l  TO  6 : SV (T) =RSPRITE ( T, 0) 
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LADDERS  TO  LEARNING 


For  use  on  your  Commodore  64  or  Commodore  128  computer 


Three  years  of  development  and  field  testing  by  education  experts  have  resulted  in  a  series 
of  software  programs  that  are  rich  in  educational  content  appropriate  for  both  home  and 
school  use. 

Selected  titles  from  LADDERS  TO  LEARNING  Series  (over  SO  titles  in  all}  for  beginning  your 
home/school  software  collection: 


I  MOVING  PICTURES  (3-13  years) 

Creaie  ana  animate  a  story  usjng  fabulouagraphics 

(requires  loystick) 
I  MEMORV  TRAINER  (8-lQ  years) 

Improve  recall  ol  numbers,  words.  Iisis,  and  shapes. 

I  WORD  POWER  (8-10  years) 

Learnwhalanounis. what  il  does,  howloidentify  it 

and  match  correct  meanings 
I  COUNTING  (3-6  years) 

A  delightful  introduction  to  counting  and  numbers 

using  animalion,  superb  graphics  ant)  captivaling 

sound 
I  ADD/SUBTRACT  I  &  II  (6-9  years) 

Henry   Hilo  makes  an  interesting  game  out  of 

presenting,  reviewing,  and  testing  basic  addition 

and  subtraction  principles. 


I  SPATIAL  RELATIONS  (3-8  years) 

Master  concepts  of  perspective,  distance,  and  size 

in  this  higti  Y  mteractn/e  program 
I  FLYING  INSTRUCTOR  (10-15  years) 

Earn  your  Flight  Certificate  by  mastering  (light 

principles  and  experiencing  "hands-on"  airplane 

control. 
I  BONES  AND  JOINTS  (10-15  years! 

Learn  what  bones  are  made  of.  their  (unction,  and 

about  the  joints  wftich  connect  them 
I  SORTING  16-8  years) 

Play  ttie  Great  Sorting  Game  as  a  building  block  far 

math  and  logic  skills 
■  MECHANICAL  ENERGY  (10-15  years) 

Learn  the  basic  (acts  atjout  l<inetic  and  potential 

energy  and  conduct  experiments  in  a  laboratory 

simulation. 
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ALL 

PROGRAMS 

FEATURE: 

•Graphics 
•loleractlon 
'Animalion 
'Sound  &  Color 

Combase,  Inc. 
333  Sibley  Street 
Suiie  690 
SL  Paul.  MN  55101 
(6«)  221-0214 
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SPATIAL  RELATIONS 


SCHOOL  &  GOVERNMENT  PURCHASE  ORDERS  ACCEPTED. 

30-DAy  RETURN  GUARANTEE  SUBJECT  TO  MERCHANDISE  RETURNED  IN 

SALEABLE  CONDITION  AND  tOW  RESTOCK  FEE. 


MOVING  PICTURES 

MEfvlDRY  TRAINER 

WORD  POWER 

COUNTING 

ADD/SUBTRACT  lail 

(Specify  #1 
PLEASE  SEND  COfVlPLETE  CATALOG 


FLYING  INSTRUCTOR 

BONES  AND  JOINTS 

SOf^TING 

tvlECHANICAL  ENERGY 


TOTAL  DISKS  ORDERED  _ 
AMOUNT  ENCLOSED:  — 


AT  SI 9.95 /DISK 


Name , 
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:SPRITE  T,0:NEXT:RETURN' IWUO 
3095  FOR  T=l  TO  6:SPRITE  T,SV{T) 

:NEXT'FNPP 
3097  COLOR  4,1: RETURN 'CENN 
3100  S$="STEAL":RETURN'CDKY 
3120  SS=0:FOR  T=l  TO  3:IF  RSPRITE 

0) =1  THEN  SX=T' JSMI 
3130  SS=SS+RB(T) :NEXT;IF  SS=0  THEN 

RE=18:G0T0  3170' IXIJ 
3140  Bl=l:B2=3:GOSUB  2810'DMWE 
3150  R=RND(1) *9+2:IF  R>SS-SX  THEN 
SPRITE  SX,0:RE=17:COLOR  1,3 

:GOTO  3160'MGLQ 
3155  IF  SX=3  THEN  RU (H) =RU (H) +1 ' FOGM 
3160  FOR  T=3  TO  1  STEP-1 

:IF  RSPRITE(T,0)=1  THEN  SPRITE  T, 

0:SPRITE  T+1,1'MWI0 
3165  NEXT:GOSUB  2840'CFXJ 
3170  RETURN "BAQD 
3200  S$="BUNT" :RETURN "CDUA 
3220  MOVSPR  6,50,210:R=RND(1)*30 

:MOVSPR  6,55+R#l:SLEEP  1 

:MOVSPR  6,0#0' IKFM 
3225  R3=18:IF  RSPRITE{3, 

0)=1  THEN  R3=31'GQLL 
3230  IF  R>11  AND  R<R3  OR  0U>2  THEN 

RE=6:G0T0  3260'JRUK 
3240  IF  R<2  OR  R>28  THEN  TB=1 

:RE=7'HMJI 
3250  GOSUB  2635'BERD 
3260  RETURN 'BAQD 
3270  S?="":RETURN'CDPF 
3300  GOSUB  3090:GRAPHIC  0,1:COLOR  4,3 

:COLOR  0,11'ERTE 
3310  PRINT" [H0ME2, CLEAR, BLACK, RVS] 

[SHFT  CJURSOR  UP/DN  TO  SELECT 

PITCHER'S  SL0T[SPACE2] "'BAIM 
3320  PK=2:KK=1:DK=9:H1=H:H=HH 

:GOSUB  3070 'GYGJ 
3330  DO:GET  KEY  A$:IF  A$=CHR$ ( 13) THEN 

EXIT' IKQJ 
3335  CHAR  1 , H*20 ,KK+2 , " [ SPACE2] " ' DKGK 
3340  IF  A$=" [DOWN] "THEN  GOSUB 

3400 'EGXF 
3350  IF  A$=" [UP] "THEN  GOSUB  3420' EGXH 
3360  CHAR  l,H*20,KK+2,"->"'DKBI 
3370  LOOP'BAKF 
3380  DK=KK:GOSUB  940:SLEEP 

:GOSUB  3095:GRAPHIC  1' 
3390  RETURN 'BAQH 
3400  KK=KK+1:IF  KK>DK  THEN 
3410  RETURN'BAQA 
3420  KK=KK-1:IF  KK<1  THEN 
3430  RETURN'BAQC 

3500  PRINT" [BELL] "; :SPRITE  4 , 0 ' CGTC 
3510  IF  RSPRITE{3,0)=1  AND  RSPRITE(2, 

0)=1  AND  RSPRITEd, 

0)=1  THEN  RU(H)=RU(H)+1 

:RB(3)=RB(2) ' NSVS 
3520  IF  RSPRITE(2,0) =1  AND  RSPRITE(1, 

0)=1  THEN  SPRITE  3,1 

:RB(2)=RB(1)  ' JEKN 
3530  IF  RSPRITEd, 0)=1  THEN  SPRITE  2, 

I'FLPI 


1:H=H1 

'GWKP 

KK=1'GNPG 
KK=DK'GNSI 


3540  SPRITE  1,1:RB(1) =SB'CMQI 

3550  RETURN 'BAQF 

3600  IF  J$="W"THEN  RE=11:TB=1 

:GOSUB  2560:GOSUB  2110 

: GOSUB  224  0' lAGL 

3610  IF  J$="C"THEN  R=INT(RND(1)*5) 

:GF<HH)={R-2)/8:GOSUB  3300'LBKP 

3620  IF  J$="S"THEN  BEGIN 'EDMG 

3630  :JS=(JS+1)AND  1:JH=P2:JI=0 

:IF  JS=HH  THEN  JH=P (HH) : JI=1 ' KJFT 

3640  :COLOR  1,11:CHAR  1,1,1, 

LC$  +  LEFT$(HO$(JS,JH,0)+SP$,10)  , 

1 ' FMOQ 

3650  :FOR  T=l  TO  6:CHAR  1,1, T+1, 

LC$+LEFT${LEFT5(IN$CJI,T)+SP$, 
5)+"  "+HO$(JS,JH,T)+SP$,10) ,1 
:NEXT'NELB 

3660  :BEND'BCFI 

3670  RETURN "BAQI 

4000  TEMPO  35:FOR  T=0  TO  2 

:PLAY"V1T0"+SO$(T) :NEXT 
: RETURN' IRWG 


Listing  2 

10  FAST:DIM  PR$(19)'CJYA 

20  FOR  T=0  TO  19:X=50:Y=203 

:READ  H,K,XN:A=( (Y-K)/(X-H) "2) ' LlYM 

30  FOR  I=X  TO  XN  STEP  2 
:Y=A* (I-H) *2+K' JOPI 

40  PR$(T)=PR$ (T)+CHR$(Y) 'DPMF 

50    NEXT:NEXT:SLOW'DDFD 

60    D0PEN#2, "FLIGHT    DATA",W'BGRH 

70    FOR   T=0    TO    19:PRINT#2, 

CHR$ (34) +PR$ (T) rNEXT'HSSL 

80    DCLOSE'BBNF 

90    DATA    122,90,193,138,90,215,104,90, 

140,144,90,204,164,50,215,214,50, 

315,180,90,302'BBAU 

100    DATA    170,195,192,180,170,215,250, 

100,142,300,120,204,23  0,73,214, 
3 90, 100, 315, 210, 18  0, 302 'BHSL 

110    DATA    168,180,270,200,105,200,245, 
105,340,19  5,55,26  0,290,80,315,390, 
55,345'BSKJ  _ 

END; 

Listing  3 

10  FOR  T=0  TO  511:READ  A$ 

:POKE  3584+T,DEC(A$) :NEXT' lUQG 

12  BSAVE"PLAYERS1",B0,P3584  TO 

P4096'CPCG 

14  FOR  T=0  TO  127:READ  h$ 

:POKE  3584+T,DEC(A$) :NEXT' lUTK 
16  FOR  T=128  TO  511:P0KE  3584+T,0 
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28  Users  Only/ 128  Mode 

:NEXT'GQYK 

18  POKE  3712,192:POKE  3715,192 

:POKE  3776,112:POKE  3779 , 224 ' EKHO 

20  BSAVE"PLAYERS2" ,B0,P3584  TO 
P4096'CPDF 

22  DATA  70,,,98,3C, ,FC,B6,,5E,DF,FF, 
2F,70, ,17'BMKI 

24  DATA  0F,80,0B,BF,C0,07,DE, ,01,EC, , , 

E6, ,01,30'BOVK 
26  DATA  ,03,9B, ,07,65,80,07,F6, , ,08,  ,  , 

FE, 'BIFL 
28  DATA  01, E7, ,01,83, ,01,02, ,01,07,80, 

01, C0, , 'BMJN 

30  DATA  ,28, , ,50,80, ,DD,80, ,C0,40, ,1F, 
E0, 'BIFG 

■  32  DATA  47,F0, ,78,80, ,3F,80, ,0E,  ,,31, 
80,,6E'BKHI 

]  34  DATA  80, ,76,80,,79, , ,3F,P0, ,01,B8,  , 
3C,F8'BKEK 

36  DATA  ,3B,30, ,30,C0, ,60,70, ,C0,3E, 
01, F0, , 'BKIM 

38  DATA  ,3E, , ,7B, ,,2F,, ,F0, ,01,E7, , 
'BCKM 

40  DATA  0F, , ,3F, ,,12, , ,07,80,,0B,40, , 
IB'BGDG 

42  DATA  40, ,1B,40, ,18, , ,2B,C0, ,62,E0,, 
8B,A0'BKPJ 

44  DATA  , CD, 40, ,0A, , ,09,80,, IB, 80, ,77, 
,'BGPK 

46  DATA  ,,, , ,F8, ,0E,EC, ,07,7C,07,,6C, 
07'BGKM 

48  DATA  87,80,0B,C3,F8,0D,31,F0,02,0B, 
80, ,64,C0, ,F1'BSYR 

50  DATA  C0, ,DD,A0,01,8F,A0,0F,07,70, 
06,06,38, ,07,18'BSEK 

52  DATA  ,07,0E, ,06,0E, ,02,04, ,06, , ,1E, 
, 'BGLJ 

54  DATA  ,,,,,, ,,,07,80, ,0D,C0, ,0F'BAQK 
56  DATA  60, ,03,E0,,3C, , ,7B,E0, ,07,80,  , 

02,30'BKBO 
58  DATA  , ,78, ,01,5C, ,03,2C, ,0C,33, ,18, 

17,80 'BKWQ 
60  DATA  30,36,80,28,33, ,,18,80, ,18, C0, 

,71,E0, 'BMOJ 
62  DATA  ,0E, , ,3F, , ,7F, , ,1F, ,01,E0,, 

07'BEDK 

■  64  DATA  C7, , ,3D, , ,FE, , ,38, , ,CE, ,01, 

DF'BEMM 
'66  DATA  ,03,77, ,03, 7B, ,06, 7A, ,07,23, 

80,0B,F4,80'BOQQ 
:  68  DATA  07,87,80,0E,07,40,0A, ,C0,0A, , 

A0,3E,01,C0, "BQQS 

r 70  DATA  ,0D,80, ,1F,C0,,6F,C0,03,F0,, 
\  01,CE,C0,,  '  BMBL 

72  DATA  3D,80, ,1F, , ,19,C0, ,06,E0,,0F, 
60, ,0F'BKSM 


74  DATA  60, ,0E,E0, ,1C,40, ,6B,E0,01,F3r 
E0,02,A7,80'BQNP 

76  DATA  01,4F,60, ,0E,E0, ,0A,60, ,0A,50, 
,3E,F0, 'BMUQ 

78  DATA  ,,,,,,,,,,,,0F,,,1F'BTEP 

80  DATA  80, ,3F,, ,3F,80,,1F,0C, ,07,9E,, 

3C,BE'BK0L 
82  DATA  ,70,26, ,FE,14, ,EF,30, ,F7,E0, , 

F9,C0, 'BKLN 
84  DATA  5E,30, ,1F,B0,,04,60, ,18,C0,, 

1D,E0, ,'BKIP 
86  DATA  ,34, , ,7A, , ,2E, ,01,F0,,03,CE, , 

'BEVQ 
88  DATA  3C, ,, IB, , ,07,80, ,7D,C0, ,DE,E0, 

01,CE'BKNT 

90  DATA  30,03,a8,lC,0E,02, , ,1F,, ,3F, 
80,,79,C0'BMKM 

92  DATA  ,60,40, ,30,80, ,10,80, ,29, C0,, 

70,  ,  'BIKN 
94  DATA  ,1E,,,3F,,,5F,,,70,,,C5,, 

03'BCTO 
96  DATA  3F, ,, IE, ,,18,80, ,02, 60, ,07, 60, 

,0E'BIYR 
98  DATA  E0,03,FD,E0, ,F9,10, ,01,F0, ,03, 

E0, ,07,80'BOAV 
100  DATA  ,0F,40,,0A,C0, ,04,60, ,0E, 60,, 
3E,,'BIQB  gii^ 


Capture  Video  Images:  only  $129.^^ 

Now  you  can  easily  and  inexpensively  acquire  images 

from  any  standard  video  source  -  videotape,  camera,  disk  - 

for  display  on  your  Commodore  64  or  128 

Capture  time  is  less  than  six  seconds 
CompulerEyes  has  everything  you  need; 
Interlace  hardware,  complete  easy-to-use  software  support 
on  disk,  owners  manual,  and  optional  enhancement 
software  And  it's  compatible  with  virtually  all  popular 
grapfiics  programs.  Think  of  the  possibilities! 
ComputerEyes  is  backed  by  a  one  year  warranty  and  the 
success  of  over  lO.tXJO  systems  sold  Satisfaction 
guaranteed  or  return  it  within  ten  days  lor  full  refund- 
Also  available  Demo  Disk,  S3.  ComputerEyes  with 
quality  b'w  video  camera,  S399  95  complete 
See  your  dealer  or  order  direct  For  more 

information  call  617-329-5400  /^^ 

To  order  calf  800-346-OO90  "^ 

or  mail  your  order  lo  I^igilai  Vision,  Inc 

66  Eastern  Avenue,  Dsdham,  MA  02026 

VISA,  ivI'C.orCODaccepled 

SaH  $4  lor  CompulerEyes.  $9(01 

Camera  Syslem  Mass  residen 

add  5%  sales  tax 
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AMIGA  UPDATE- 


by  Graham  Kinsey 


Amiga  Public 

Domain 

Update 

What's  new  for  the  Amiga  in  the 
public  domain?  Here  are  some  of 
the  more  recent  public  domain 
programs  for  the  Amiga. 


This  month  I  have  i^eviewed  over  fifty 
new  Amiga  public  domain  programs, 
including  programs  fit)m  Fish  disks  66 
thru  80.  and  AMICUS  disks  17  thru  20. 
Without  a  doubt,  the  most  impoitant  pro- 
gram this  month  is  GOMF.  All  Amiga  us- 
ers are  sick  and  tired  of  losing  i-unning 
progi-ams  and  data  to  the  dreaded  GmTi 
Meditation  alert,  and  anything  that  can 
stop  this  teirible  syndrome  desei^es  a 
round  of  applausel  For  each  pragram  the 
author  is  given,  and  if  that  PD  program 
is  available  on  the  Fish  series  or  the 
AMICUS  series  of  public  domain  disks, 
the  number  of  each  series  is  given  before 
the  description.  In  many  cases,  more  than 
one  disk  will  be  listed  in  each  series  for  a 
given  public  domain  progi'am;  this  means 
that  an  update  to  the  mentioned  public 
domain  progi-am  has  been  released,  and  is 
also  available  on  one  of  the  mentioned 
disks  in  the  series.  I  do  not  keep  track  of 
which  programs  are  available  on  People- 
Link  here  since  virtually  all  of  the  pro- 
grams mentioned  in  this  column  will  be 
available  for  download  in  the  libraries  in 
the  Amiga  Zone  on  PeopleLink  (if  not  by 
the  time  I  write  this,  then  ceitainly  by  the 
time  this  column  is  published).  When  a 
public  domain  program  has  been  classi- 
fied as  shareware,  this  is  also  mentioned, 
with  the  suggested  amount. 

Assigned:  by  Dan  Gi'een  (Fish  66) 

This  program  will  tell  you  whether  a 
name  you  input  identifies  an  AmigaDOS 
mounted  disk  (one  that  has  been  inserted 
into  one  of  the  drives)  or  if  it  is  a  devdce  or 
if  it  might  be  an  assigned  director^'. 
This  progi-am  is  case  sensitive. 

Flip:  by  Mike  Berro  (Fish  66) 

Another  graphics  display  hack.  The 
name  says  it  all! 

Free:  by  Tom  Smythe  (Fish  66) 

Fi-ee  tells  you  how  much  fiiee  Chip  and 
Fast  memon'  vou  have  available.  Fi-ee 


EDSWJK 


GOM F  (short  for  Get  Outa  My 
Face)  is  used  to  give  you  a 
chance  to  try  to  recover  your 
Amiga  when  you  get  a 
dreaded  GURU  message, 


also  tells  you  how  much  fi^ee  space  is 
available  in  each  of  youi'  floppy  or  hard 
disks  or  altemati\'e  memoiy  disks  (for  ex- 
ample VDO:)  that  you  may  be  iTinnlng. 

Purty:  by  Chai-les  Tv-son  (Fish  66) 

FHirty  lets  you  change  some  printer  set- 
ting mthout  ha\ing  to  go  to  Preferences. 
You  can  change  margins,  spacing  and 
print  quality  to  name  a  few.  Purty  does 
not  alter  your  Preference  settings  that  are 
on  disk. 

Bouncer:  by  Jon  R.  Bryan  (Fish  67) 

Written  in  Foith,  this  graphics  demo 
displays  a  shaded  ball  bouncing  around  in 
a  thi-ee-dimensional  ixxtm. 

HexCalc:  by  Scott  Ross  (Fish  67) 

This  small  calculator  can  operate  in  bi- 
naiy,  octal  and  hexadecimal  in  addition  to 
regular  decimal.  There  ai-e  function  but- 
tons for  boolean  operations.  Unfortunate- 


ly all  input  must  be  done  via  the  mouse; 
you  can  not  input  via  the  keyboai-d. 

PersMait:  by  Breen  and  Associates 
(Fish  67;  Sharewai-e:  $24) 

PersMait  is  an  exti^emely  simple  home 
file  manager  program.  It  supports  mail 
merge,  and  it  piwluces  files  that  iu-e  com- 
patible with  Scribblel's  mail  merge  fea- 
ture. The  fi-eely  distributable  version  of 
this  progi-am  is  eifectively  a  demo  version; 
most  of  the  menu  options  are  disabled. 
This  foi-ces  you  to  send  in  the  shai'e- 
ware  fee  if  you  want  to  use  the  program. 

BlitLab:  by  Tbmas  Rokicki 
(Fish  69;  AMICUS  20) 

With  this  progi-am  you  can  perform  op- 
erations with  the  Amiga's  blitter.  You  are 
allowed  to  operate  on  an  ai-ea  of  96  bits 
wide  by  32  rows  long.  WTienever  you  are 
about  to  attempt  an  operation  that  is  un- 
safe and  may  crash  yom-  Amiga,  BlitLab 
will  warn  you.  This  pragram  has  no 
menus,  and  all  choices  are  made  via  gad- 
gets. Please  note  that  this  program  (and 
the  documentation)  assumes  that  you  al- 
ready have  a  working  knowledge  of  the 
Amiga's  blitter. 

Frags:  by  Mike  Meyer  (Fish  69) 

Gives  you  a  rough  idea  of  how  irag- 
mented  your  memory  is  by  telling  you  the 
number  of  pieces  of  memory  that  fall  with- 
in each  of  24  pre-defined  size  ranges. 

Sb:  by  Nick  Williams  and  Chris  Zamara 
(Fish  69) 

Allows  you  to  view  all  data  structures  of 
any  task  nmning  in  memoiy.  This  can  be 
a  valuable  aid  if  you  want  to  tiy  to  exam- 
ine how  a  progi'am  works  but  don't  have 
the  souree  code.  This  progi-am  and  all  the 
data  it  looks  at  are  updated  while  Sb  is 
still  running.  For  example,  if  you're  look- 
ing at  the  data  of  one  of  the  bitplanes  of  a 
program's  window,  and  you  resize  the  win- 
dow, the  data  will  change  if  you  look  at  it 
again.  Some  comments  are  pro\'ided  to 
help  you  undei-stand  what  the  various 
structures  and  related  data  mean. 

Spew:  by  Gregory  Smith  (Fish  69) 

If  you  ever  thought  of  starting  your  own 
tabloid  based  on  sensationalism,  this  pro- 
gram could  take  a  lot  of  work  out  creating 
ridiculous  headlines.  Spew  ci'eates  Nation- 
al Enqiiinr-styh  headlines.  Not  only  can 
you  immediately  stait  generating  head- 
lines with  the  default  i-ules  given,  but  you 
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can  also  create  yoiu-  owti  mles.  The  rules 
allow  you  to  input  possible  pei-sons,  ob- 
jects, places  and  even  enter  possible  sce- 
narios for  randomly  creating  eye-catching 
headlines. 

Wc:  by  Steve  Summit  (Fish  691 

Counts  the  number  of  lines,  words, 
chaj-actere.  and'or  pages  in  a  text  file.  You 
can  input  a  non-standard  page  length  if 
desired. 

Blackl«M)k:  by  Craig  Nelson 
(Fish  70;  Shareware:  S30) 

Here  is  a  veiy  compact  program  that 
acts  as  a  simple  database  for  names  and 
addresses.  It  only  takes  up  one  quailer  of 
the  screen. 

DoTil:  by  Dan  Franki 
(Fish  70;  Shareware;  $15) 

I      In  the  style  of  the  Dii-Util  pragi-ams 
that  have  been  floating  ai-ound  the  Amiga 
public  domain  world,  this  progi-am  has 

.  two  windows  for  directories  like  DirUtilX 
and  specializes  in  cop\ing  files  fiTom  one 
disk  device  to  another.  Unlike  most  DirU- 
til-type  programs,  DoTil  does  have  a 
menu  in  addition  to  gadgets.  You  can  use 
DoTil's  command  input  gadget  to  execute 
commands  that  ai-ent  included  within  the 
DoTil  program  (although  all  output  of 
such  a  command  will  appear  in  the  CLI 
window  instead  of  the  DoTil  window  i. 

JoBS:  by  John  Sawaya  (Fish  70) 

When  you  firet  look  at  this  progi'am, 
you  may  think  that  it's  just  another  DirU- 
til-type  program.  But  JoBS  has  one  very 
important  feature  that  most  DirUtil-type 
progi-ams  don't  have:  JoBS  is  almost  com- 
pletely programmable!  By  writing  a  cus- 
tom definition  file,  you  can  tailor  JoBS  to 
best  suit  your  needs.  JoBS  has  28  com- 
mand gadgets  that  can  be  progi-ammed 
via  the  definition  file  to  call  up  any  CLI  or 
Workbench  based  program  you  like. 
When  you  write  the  definition  file,  you 
can  specify  whether  any  command  gadget 
will  require  pai'ameter  input,  which  JoBS 
will  then  allow  you  to  input  if  you  select 
that  command  gadget.  If  this  isn't  enough, 
JoBS  also  has  ten  programmable  storage 
device  gadgets.  In  addition  to  the  28  pro- 
grammable commjmd  gadgets,  JoBS  has 
over  a  dozen  different  fixed  command  gad- 
gets which  give  you  many  basic  CLI  com- 
mands, including  Run.  Copy,  Rename, 
Execute  and  Makedii-.  For  those  DirUtil 
fans  who  have  been  looking  for  a  pro- 
grammable DirUtil  progi-am,  JoBS  may 
suit  you  just  fine! 


Vpg:  by  Mike  BeiTO 
(Fish  70;  AMICUS  IS) 

Aids  in  the  centering  and  positioning  of 
a  monitor's  display.  Many  standai-d 
graphics  can  be  brought  up,  including  a 
dot  field,  crosshairs,  and  horizontal  andor 
vertical  lines.  A  re-sizable  rectangle  can 
be  created.  Several  diSFerent  colore  can  be 
used  for  the  gi'aphics.  Vpg  operates  in  the 
640  by  400  mode. 

Airfoil:  by  Russell  Leighton  (Fish  71) 

Generates  either  streamline  or  pressure 
plots  of  the  air  ai-ound  a  moving  airfoil. 
There  are  options  that  can  be  changed,  in- 
cluding the  velocity  of  the  airfoil,  and  the 
angle  of  attack.  This  ptxigi'am  utilizes  a 
pop-up  menu,  and  a  16-color  hi-res  screen 
for  display. 

DiskX:  by  Steve  Tibbett 
(Fish  71:  Sharew^are:  $15) 

Allows  you  to  examine  many  things 
about  a  disk.  You  can  search  ibr  strings, 
perform  hexadecimal  editing,  and  much 
more. 

Fpic:  by  Bob  Bush 

(Fish  71;  AMICUS  20) 

This  is  an  image  processing  program.  It 
was  designed  to  work  only  with  lo-res  gmy 
scale  IFF  pictures.  It  performs  many  im- 
age processing  operations,  including  Sobel 
and  Robeils,  averaging,  3x3  matrix  opei'- 
ations.  histograms,  sharpening,  and  cross 
operation.  It  needs  300K  of  memory  to 
perform  at  maximum  efficiency. 

TimeSet:  Author  unknovm  (Fish  71) 

Here  is  a  handy  way  to  set  the  system 
time  from  the  Workbench,  without  going 
to  Pi-eferences,  Pittportiona!  gadgets  set 
evervthing  except  the  yeai;  which  is  set  by 
two  boolean  gadgets. 

Add:  by  John  Russell 

(Fish  73;  Shareware:  $5) 

If  you  have  ever  been  upset  that  a  pro- 
grammer didn't  include  enough  keyboard 
equivalents  in  his  menu  options  ( or  ones 
that  you  don't  like),  now  you  can  do  some- 
thing about  it.  Add  allows  you  to  add,  or 
change  keyboard  equivalents  for  any 
menu  option  in  any  progi'am  that  is  run- 
ning at  the  time,  the  author  also  supplies 
an  accompanying  progi'am  called  Until 
that  allows  you  to  tell  a  stiirtup-sequence 
file  to  wait  until  a  paiticular  vsindow  has 
been  opened.  By  using  Until,  you  can 
easily  create  a  batch  file  that  will  custom- 
ize any  program's  menus  that  you  load  up 
via  the  startup-sequence  file. 

Expose:  by  John  Russell  (Fish  73) 
For  those  of  you  who  find  that  you  often 


have  to  move  many  of  your  windows 
around  just  to  get  access  to  a  screen's  drag 
bar  and/or  depth  arranger  gadgets,  here's 
a  program  that  will  save  you  some  work. 
Expose  will  move  all  windows  down  so 
that  at  least  the  top  pixel  line  of  a  screen's 
drag  bai-  and  depth  arranger  gadgets  are 
exposed.  Expose  will  shrink  a  window  if  it 
finds  that  this  becomes  necessary  in  order 
to  move  it  (lor  example,  a  window  which  is 
the  same  size  as  the  screen). 

Lmv:  by  Jim  Webster 
(Fish  73;  Sharewai-e:  $10) 

Lmv  will  create  mo\ies  for  you,  by  load- 
ing in  frames  (in  the  form  of  IFF  pictures), 
and  then  display  them  at  a  rate  of  up  to  19 
frames  pei'  second.  This  progi'am  is  de- 
signed solely  for  use  with  extended  mem- 
ory; it  will  not  work  with  only  512K. 
There  are  options  for  using  Lmv,  includ- 
ing the  delay  between  each  fi'ame  and 
whether  you  want  color  cycling  to  be  en- 
abled in  each  frame. 

Mouseoff:  bv  Denny  Jenkins 
(Fish  73,75)' 

For  those  of  you  who  get  annoyed  by 
having  to  move  the  mouse  pointer  off  your 
work  area,  here's  a  program  that  will  save 
you  a  little  fiistration.  Mouseoff  will  make 
I  the  mouse  pointerdisappeai' if  there  is  no 
!  mouse  movement  for  ten  seconds.  Once 
the  pointer  disappeai's,  any  movement  of 
the  mouse  will  bring  the  pointer  back  into 
view  (but  clicking  one  of  the  buttons  is  not 
enough). 

TypeimdTell:  by  Giorgio  Galeotti 
(Fish  73) 

Here  is  an  aid  to  a  blind  pei-son,  or  any- 
one who  wants  to  heai-  what  they  are  typ- 
ing. TVpeandTell  will  tell  you  much  more 
than  simply  the  letters  of  the  alphabet. 
You'll  hear  when  you  use  a  control  combi- 
nation, a  shift,  alt  or  escape  key,  a  fiinc- 
tion  key,  or  even  one  of  the  Amiga  keys. 

Cled:  by  Pat  Empleo  (Fish  74) 

Cled  is  Similar  to  Conman  (re\newed  in 
the  October  installment).  Cled  improves 
your  CLI  by  adding  line  editing  and  com- 
mand histories  to  the  CLI.  Unlike  Con- 
man,  Cled  does  not  require  you  to  install 
any  custom  de\ice  drivers.  Cled  does  not 
have  the  function  key  features  that  Con- 
man  .98  does.  Cled  does  allow  you  to  edit 
CLI  commands  after  they  have  been  in- 
puted,  which  Conman  does  not  allow.  Cled 
also  can  let  you  edit  the  CLI  prompt  and 
change  it  to  another  ASCII  string  or  even 
another  color. 

Funds:  by  Bill  Strack  (Fish  74) 
This  AmigaBasic  progi-am  allows  you  to 
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track  the  performcLnce  and/or  trends  of 
mutual  funds  or  stocks.  It  contains  a  full 
set  of  Intuition  style  menus.  Data  can  be 
saved  to  disk. 

Units:  by  Gregoiy  Simjeon  (Fish  74) 

With  this  program  you  can  make  units 
conversions  fixim  any  one  of  20  different 
unit  groups.  Once  you  choose  a  unit 
group,  you  can  choose  from  one  of  many 
different  scales  to  compare  against  other 
units  of  measure.  You  can  even  create 
charts  that  compare  two  different  units. 

Bezien  by  Matt  Dillon  (Fish  75) 

Here  are  three  programs  that  let  you 
experiment  with  Bezier  Curves.  TXvo  of 
the  three  programs  let  you  move  any  one 
of  four  points  that  defme  the  cui-ves.  The 
other  program  contains  about  20  points 
that  create  a  3D  Bezier  surface.  In  all 
three  programs  you  can  specify  the  granu- 
larity of  the  curve  or  surface  being  gener- 
ated. One  of  the  pragrams  has  a  run-time 
option  to  animate  the  Bezier  cur\'e. 

Cp;  by  Jeff  Lydiatt  (Fish  75 1 

For  those  who  have  installed  a  battery 
clock-calendar  in  their  Amiga  (or  those 
who  don't  tire  by  inputing  the  date  and 
time  everytime  they  turn  on  their 
Amiga),  the  AmigaDOS  copy  command 
can  become  a  real  pain.  AmigaDOS's  copy 
command  does  not  save  the  original  da- 
testamp  of  a  file  when  copjing  it  to  a  new 
file.  Cp  is  similar  to  Copy,  but  Cp  will  re- 
tain the  datestamp  when  a  file  is  copied  to 
somewhere  else. 

HiirdCopy:  by  David  Cervone  (Fish  75) 

If  you  ever  wanted  to  create  a  copy  of  a 
CLI  session,  then  HardCopy  is  for  you. 
Hardcopy  lets  you  save  all  CLI  I'O  to  a  file 
of  vour  choosing,  including  .sending  it  to 
RMl:,  DF#  or  DH#  file,  or  even  PRT:  de- 
vice while  you  ai-e  still  using  the  CU 
HardCopy  will  not  create  a  session  of  any 
CLI-started  program  that  opens  its  own 
Intuition  \vindow,  but  HardCopy  will  copy 
the  ly'O  if  the  window  opened  is  just  a  stan- 
dard CON:  or  RAW:  window. 

SetFont  2.0:  by  Dave  Haynie  (Fish  75) 
SetFont  will  instantly  change  the  de- 
fault font  being  displayed.  Version  2.0  of 
SetFont  allows  you  to  change  only  the 
font  of  the  current  CLI  or  just  the  title  bar 
of  the  Workbench,  as  opposed  to  vereion 
LO  of  SetFont,  which  would  change  the 
font  of  all  windows  and  scii>ens. 

Cycles:  by  John  Gilmore  (Fish  78> 

Based  on  a  pait  of  the  famous  computer 
movie  Tron.  this  game  has  three  different 


skill  levels  but  is  not  designed  for  two 
playei's. 

EOMS:  by  Daniel  Cardenas  (Fish  78) 

Aptly  named  Experts  Only  Mercenary 
Simulator,  EOMS  is  a  veiy  tough  public 
domain  game.  The  object  is  to  stay  alive, 
by  using  grenades  and  a  rifle  to  ward  off  a 
horde  of  opposing  soldiers.  The  graphics 
are  good  enough  for  representation  pur- 
poses, and  the  action  is  very  fast. 
I  was  able  to  sur\ive  the  first  four  or  five 
rounds,  but  once  the  opposition  starts 
hurling  grenades  at  you,  it's  time  to  be- 
come an  EOMS  master  or  else  die  verj' 
quickly! 

AssignDev:  by  Philip  Lindsay  and 
Commodore- Amiga  (Fish  79 1 

Lets  you  assign  multiple  device  names 
to  the  same  physical  de\ice.  This  could  be 
vety  handy  for  those  who  lack  ceitain  de- 
vices, like  a  DHO:,  DFl:  or  a  VDO:. 

Mounted:  by  Peter  de  Silva  (Fish  79) 

Mounted  is  used  in  a  startup-sequence 
to  determine  if  a  particular  disk  has  been 
mounted  I  inserted).  This  could  be  verj' 
useftil  for  those  who  want  to  combine  dif- 
ferent startup-sequences  into  one  large 
batch  file  with  multiple  branches. 

Querj'Any:  by  Mark  Smith  (Fish  79) 

Another  startup-sequence  aid,  Query- 
Any  lets  you  program  in  a  simple  branch 
which  is  conditioned  on  an  answer  to  a 
simple  yes'no  tj^pe  of  question.  This  is  ver- 
sion 2.0  of  Querj'Any  The  first  version, 
version  1,0,  was  over  15K  long,  but  even- 
tually Query  Any  shrunk  to  a  tiny  size  of 
352  bytes  in  version  2.0. 

ScnSizer:  by  Thad  Floiyan  (Fish  79) 

ScnSizer  is  closely  related  to  MoreRows 
(which  was  reviewed  in  the  October  in- 
stallment of  this  column).  ScnSizer.  like 
MoreRows,  allows  you  to  use  the  overscan 
of  your  monitor  for  screen  and  window  dis- 
play purposes.  The  major  difference  be- 
t\veen  MoreRows  and  ScnSizer  is  that 
while  MoreRows  takes  many  steps  to  per- 
form its  magic,  all  you  need  to  do  with 
ScnSizer  is  type  the  command  and  its  pa- 
rameters for  instant  effect!  Another  major 
difference  is  that  while  MoreRows  is  per- 
manent, ScnSizer  does  not  save  anything 
to  Preferences.  One  argument  allowed  in 
ScnSizer  that  is  not  allowed  in  MoreRows 
is  an  offset  for  the  display,  fitim  the  upper 
left  comer, 

AmKJiwer:  by  Richard  Home  (Fish  80) 

A  star  gazing  program,  AmiGiizer 
comes  with  a  catalog  of  over  1500  stars. 
Color  is  an  option,  so  are  date  and  time, 


location  and  viewpoint.  Tliis  program  does 
not  track  the  moon  and  planets,  but  it  will 
show  you  the  sun  if  it  is  in  view. 

Newdemos:  by  Steve  Keren  (Fish  80) 

If  you  ever  tried  to  demonstrate  to  your 
fiiend  the  multitasking  capabilities  of  the 
Amiga  by  running  the  standard  line  and 
box  demo  programs,  you  may  have  been 
personally  less  than  impressed.  Here  are 
new  versions  of  these  dernos  that  are  re- 
written expressly  for  multitasking.  The 
difference  with  these  demos  is  that  they 
each  only  use  a  tiny  percent  of  the  6800O's 
maximum  computational  power. 

Printext:  by  Opher  Kahane  (Fish  80; 
Shareware:  amount  not  specified) 

This  program  is  another  text  displayer 
Printext  will  actually  speak  to  you  the 
text  that  is  displayed  (although  the  qual- 
ity of  the  speech  is  much  poorer  that  it 
should  be).  In  addition  to  text,  you  can  dis- 
play an  IFF  picture  at  any  time.  There  are 
options  for  different  color  foreground/ 
backgrounds  and  the  ability  to  search  for 
a  text  string. 

Rainbench:  by  Brendan  Keliher  (Fish  80) 
Like  Rainbow  (reviewed  in  the  Septem- 
ber installment),  Rainbench  creates  rain- 

,  bow-like  colors  on  your  Workbench  screen. 

'  But  unlike  Rainbow,  Rainbench  has  some 
options  for  you  to  play  with.  You  can  select 
which  of  the  four  Workbench'CLI  colors  to 
affect,  therefore  you  can  make  other 
thin^  coloi-ftil  besides  the  background. 
Also  you  can  choose  fium  one  of  three  col- 
or fine  thicknesses.  Finally,  you  can 
choose  whether  to  retain  the  rainbow  color 
settings,  even  after  you  have  killed  the 
color  cycling  part  of  the  program. 

Shortcut:  by  Opher  Kahane  (Fish  80; 
Shareware:  amount  not  specified) 

ShortCut  adds  macros,  menus  and 
menu  options  for  many  of  the  most  used 
CLI  commands.  WTien  you  w-ant  to  edit  a 
macro,  a  separate  window  will  pop  up, 
with  string  gadgets  for  editing  five  macros 
(out  often)  at  a  time.  Command-key  se- 
quences are  provided  for  the  AmigaDOS 
commands  that  ai"e  implemented  at  menu 
options.  Macros  can  be  saved  and  then 
loaded  at  run-time. 

Timer  by  Invatronics  (Fish  80) 

This  program  is  a  simple  timer,  con- 
tained in  a  tiny  window, 

Txt:  by  Ray  Lance  (AMICUS  17) 

Will  take  a  text  file,  and  perform  cer- 
tain changes  to  the  text  file.  It  can  convert 
double  spacing  to  single  spacing.  It  can 
convert  linefeeds  to  carriage  returns  (or 
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output  both  CR  and  LF).  Formfeeds  can 
be  removed,  re-pai"agraphing  can  be  per- 
formed, and  control  characters  can  be  dis- 
carded. Spaces  can  be  converted  into  tabs, 
and  vice  versa.  You  can  aiso  tell  Txt  to 
perform  wordwi-apping,  and  Txt  will  use  a 
page  width  that  you  define. 

FullWindovv:  by  Andry  Rachmat 
(AMICUS  18) 

For  those  Amiga  usere  that  detest  using 
a  mouse,  FullWindow  is  a  program  that 
will  eliminate  one  more  set  of  mouse 
movements.  FullWindow  will  resize  the 
CLI  window  to  the  full  size  of  the  screen 
it's  attached  to.  It  you  are  mnning  more 
that  one  CLI  at  the  time,  you  can  specify 
which  CLI  window  you  want  to  enlarge. 

Rollback:  by  Andry  Rachmat 
(Shareware:  amount  not  specified) 

Creates  a  text  buffer  for  your  CLI.  What 
I  mean  by  this  is  that  Rollback  saves  a 
certain  number  of  lines  of  text  that  have 
recently  appeared  in  the  CLI  window  in 
its  own  memory-resident  buffer.  And  the 
result  of  this  is  that  you  can  now  scroll 
back  on  your  CLI  window  and  view  text 
that  had  previously  scrolled  off  the  CLI 
window.  Rollback  stores  the  last  100  lines 
of  CLI  text;  this  number  is  not  redefina- 
ble. 

Target:  by  Matt  Fruin  and 
Michael  McCarty 

If  you  would  like  to  add  some  noise  to 
yom-  mouse  pointer,  here's  one  program 
that  might  please  you.  Thrget  transforms 
youi'  pointer  into  a  small  crosshair.  When 
clicked,  a  digitized  sound  of  a  gun  firing  is 
heard. 

AutoFACC:  by  Andry  Rachmat 

This  program  is  intended  for  use  with 
the  commercial  product  FACC  (Floppy 
Accelerator).  Once  you  have  already  run 
FACC,  AutoFACC  will  automatically 
move  the  FACC  window  to  the  back  and 
shrink  the  window.  It  can  also  add  or  sub- 
tract the  number  of  buffers  that  FACC 
will  use. 

SpaceAce:  by  Stephen  McLeod 
(Shareware;  $10) 

A  simple  shoot-at-each-other  game, 
SpaceAce  allows  two  players  to  control 
small  spaceships.  The  winner  of  SpaceAce 
is  the  first  player  who  destroys  his  oppo- 
nent ten  times.  There  ai-e  some  options  to 
choose  bom,  including  graWty  (and  the 
gravity  field's  strength),  shot  life,  inertia, 
and  the  number  of  shots  that  each  player 
has  available  for  firing. 


AMIC  PI)  Term  version  .42: 

by  David  Salas  (Shareware:  $20) 

AMIC  version  .42  is  an  update  to  the 
program  AMIC  that  I  reviewed  last 
month.  The  main  improvement  in  AMIC 
.42  is  that  you  can  now  dial  more  than  one 
number  at  the  same  time.  This  is  especial- 
ly handy  when  trying  to  get  on  a  bunch  of 
bulletin  boards  that  are  very  busy. 

Mkidir:  by  Donald  Wahl 

Here's  a  program  that  will  save  some 
time  for  those  people  that  use  both  the 
CLI  and  Workbench  en\'ironments.  As  op- 
posed to  the  CLI  command  Makedir, 
which  just  creates  a  directoiy,  Mkidir  will 
create  both  a  directory  and  a  Workbench 
drawer  icon  to  go  with  it.  Unfortunately 
the  drawer  icon  is  built  into  the  progi'am, 
so  that  you  can  not  use  a  different  drawer 
icon  than  the  one  that  comes  with  the  pro- 
gram. The  C  souire  code  does  come  with 
the  program,  so  progi'ammere  can  edit  the 
code  in  order  to  use  a  different  drawer 
icon. 

UD:  by  Darrin  Massena 

Another  graphics  display  hack,  UD  will 
flip  your  screen  upside  down.  But  UD 
doesn't  fi^eeze  the  display;  it  will  still  allow 
you  to  use  the  display  if  you  want  to. 

Anim  and  Anim2:  by  Allen  Hastings 
and  Aegis  Development 

Here  are  t\vo  stunning  animation 
demos  that  were  created  with  the  soon-to- 
be-released  commercial  animation  pi-od- 
uct  VideoScape-3D.  Both  feature  at  least 
one  Fokker  biplane  circling  on  the  screen. 
The  first  animation  to  appeai;  Anim,  just 
has  one  Fokker  biplane  circling  in  fix)nt  of 
some  large  titling  chai'acters.  The  second 
animation  to  appeal-  in  the  public  domain 
world,  Anim2,  has  two  Fokker  biplanes 
circling  in  opposite  directions.  In  addition 
to  the  extra  plane,  Anim  has  a  beautiftil 
tiled  background,  and  some  multicolored 
text  spelling  out  the  word  "\TDEO- 
SCAPE."  Anim2  also  has  a  better  three 
dimensional  appearance  in  that  both 
planes  cut  through  the  VideoScape  word, 
circling  behind  part  of  it,  but  always 
in  iront  of  the  first  and  last  chEU'acter. 

GOMF:  by  Christian  Johnsen 

(Shareware:  $5) 

Everybody  who  starts  to  use  an  Amiga 
will  sooner  or  later  become  familiar  with 
the  dreaded  Guru  Meditation  alert.  The 
fact  the  the  Amiga  is  a  multitasking  ma- 
chine makes  a  Guru  even  more  dreadful, 
for  if  just  one  program  crashes,  all  youi' 
other  programs  and  their  memory-resi- 
dent data  can  be  wiped  out  when  you  are 
forced  by  the  Guru  to  reboot  your  Amiga. 


But  wait  a  second,  now  there  is  a  glimmer 
of  hope!  GOMF  (short  for  Get  Outa  My 
Face)  is  an  error  handling  program,  and 
it's  most  ob\dous  use  is  to  give  you  a 
chance  to  tiy  to  recover  yom'  Amiga 
gracefiilly  when  one  program  crashes,  lb 
use  GOMF,  you  just  iTm  the  progi-am. 
GOMF  will  then  go  to  sleep  and  only 
awaken  if  one  of  youi-  other  programs 
come  the  a  crashing  halt.  When  you  see 
the  "T^sk  Held"  i^equester,  select  the  Can- 
cel gadget  as  you  nonnally  might  do.  But 
instead  of  the  Gmii  showing  up  next, 
hopefiiUy  you  will  see  GOMF's  recovery 
window.  This  is  the  magical  sign,  that 
GOMF  has  more  than  likely  saved  you 
and  yom-  other  progi-ams  fix)m  destruc- 
tion! By  following  GOMF's  instinctions, 
GOMF  will  then  kill  the  errant  progi"am 
and  return  you  to  your  Amiga  environ- 
ment as  it  was  before  the  crash  but  with 
errant  program  gone.  When  GOMF  is 
first  i-un,  it  will  self-configui-e  itself  to  the 
microprocessor  that  use  are  using  in  your 
Amiga.  Either  the  standai-d  68000,  or  a 
68010  or  even  a  68020.  One  sad  point  I 
must  bring  up  is  that  GOMF  cannot  help 
you  if  a  progi^am  "locks  up"  the  machine 
(an  example:  when  using  Scribble,  if  you 
click  on  two  gadgets  in  rapid  succession), 
or  if  you  never  see  the  "Tksk  Held"  re- 
quester and  instead  head  sti^aight  for  the 
Guru.  GOMF  comes  with  several  program 
that  simulate  many  eiTora  that  nonnally 
crash  your  machine.  In  each  case  I  tried, 
GOMF  handled  all  these  errors  with  no 
problem  whatsoever!  For  progi-ammers, 
there  is  a  piece  of  assembly  code  which  ac- 
companies the  GOMF  executable,  which 
allows  you  to  link  the  CjOMF  program  to 
any  program  that  you  ai-e  wiiting  so  that 
you  can  add  built-in  error  handling  to 
yom-  0M.T1  progi-am  (instead  of  hoping  that 
the  user  is  nmning  GOMF  I.  So  if  Gurus 
are  getting  to  you,  add  (SOMF  to  your 
Amiga  environment,  and  you  can  start 
saying  goodbye  to  the  Gmii  too! 
Next  month  expect  more  of  the  same:  the 
best  in  new  Amiga  public  domain  pro- 
grams. Plopefully  1  will  be  as  fortunate  in 
receiving  new  Fish  and  AMICUS  disks  as 
I  was  this  month.  Of  course  there  will  also 
be  many  other  new  programs  that  ai-e 
fi-esh  off  the  Amiga  bulletin  boards  in 
next  month's  column.  As  always,  I  can  be 
reached  in  the  Amiga  Zone  on  PeopleLink 
(ID:  G  lONSEY),  or  on  the  IDCMP  BBS 
(617-769-8444, 8pm-8am).  If  you  have 
written  a  public  domain/sharewaiB'user 
supported  program  or  have  obtained  one 
that  you  think  is  worth  mentioning  to  all 
Amiga  ovvnei-s,  then  please  attempt  to 
contact  me.  See  vou  next  month.  9 
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AmigaBASIC  Tutorial 

Part  8: 

More  Requestors 


A  short  program  demonstrates  difficult  areas  of 
AmigaBASIC,  offering  both  tips  on  confusing  areas 
and  tricks  to  make  your  life  easier.  Rather  than  an 
article  followed  by  a  program,  we  have  combined 
them  for  the  sake  of  clarity. 


'  Last  jnonth,  we  too3s  a  looTi  at  how  to  create  a 

'  pseudo-requester  by  using  AmigaBASIC  and  manual  -nanipulation 

"  of  the  location,  size  and  gadget  response.   Now,  let's  loolt 

*  at  a  method  that  will  take  advantage  oE  the  built-in 

*  Intuition  functions  designed  specifically  to  handle 

*  requesters » 

'  When  using  the  Intuition  requoatec  manager,  we  need  to 

'  Iteep  in  mind  how  big  we  want  the  actual  window,  what, 

'  if  any,  title  we  want  in  the  display  and  what  to  do  with 

'  Che  returned  value.   I  will  include  the  necessary  EUTls 

'  to  manage  these  items  as  well. 

DEFLNG  a-2 

TRUE  -  1  :  FALSE  -  0  :  HULL  «  0 

LIBRARY  "intuition, library" 
LIBBAPY  "exec, Library" 

DECLARE  FUNCTION  AutoRequeStU  LIBRARY 
DECLARE  FUNCTION  AllocMeml)  LIBRARY 

AutoRequestO  is  the  function  that  will  create  and  inanago 
ojr  requester  through  Intuition.   It  returns  a  value  which 
points  to  the  result  a£  its  call  (TRUE  or  FALSK)  so  we  must 
pre-define  it  to  the  systora  so  AmigaBASIC  doesn't  thinJ?  that 
we  ate  refetcing  to  an  un-indexed  array.   AllocHemO  is 
used  to  set  up  memory  for  handling  the  tent  that  we  wlM  be 
displaying. 

The  syntax  for  calling  AutoRequestO  is: 

Result  =  AutoRequest (Window,  Message*  YesText,  NoText^ 
Poariag,  NegFlag,  WIDTH,  Height} 

When  the  user  selects  a  button,  Result  will  contain 
whichever  boolean  result  we  assigned  to  the  PosF.ag  or 
NegFlag  variables.   The  variables  are  set  as  follows ; 

Window   ->  A  pointer  to  the  Window  structure  [WlHD0W(711 

Message  ->  A  pointer  to  the  Tent  of  yout  requester  (SADD) 

YesText   ->  A  pointer  to  the  Teict  for  the  YKS  button  (SAOrn 

HoText   ->  A  pointer  to  the  Text  foe  the  NO  button  iSADn) 

PosFIags  ->  Flag  BITS  for  the  IDCMP  (we  use  1) 

NegFlags  ->  Flag  BITS  for  the  IDCMP  Jwe  use  fl) 

Width    ->  The  width  of  the  tequesteic  in  pixels 

Koight   ->  The  height  of  the  requester  in  pixels 

In  this  example  we  use  TRUE  and  FALSE  as  name  variables,  and 
assign  1  and  0  to  each  respectively.   If  we  then  set  the 
PosFlags  variable  to  1  and  the  NegFlags  variable  to  0, 
Result  will  be  equal  to  TRUE  if  the  left,  or  positive 
button,  is  selected  or  FALSE  if  the  other.   This  way,  we  can 
determine  which  button  the  user  has  selected. 

The  Syntax  for  calling  AllocMerfl()  is: 

Painter  =  Al locHe^ (Size,  Type] 

Where  Pointer  is  the  address  of  the  memory  that  was 
allocated  (or  zero  if  unable  to  al locate)  ,  Size  is  the 
number  of  bytes  requested  and  Type  is  the  type  of  memory  we 
want  to  use  (PUBLIC  and  CHI?  or  FAST  and  CLEAR).   PUBLIC 
requires  that  a  1  be  sent  as  the  type,  CHIP  requires  a  2, 
FAST  requites  a  4  and  CLEAR  requires  65536. 

To  simplify  the  calls  to  the  SUB  that  we  will  build,  we 
wi  11  preset  str ifig  and  numeric  variables  into  short-named 
variables  before  calling  the  SUB. 

The  SUB3  that  we  will  use  will  be  called  iXiReq  and  SctTit. 
These  will  pecform  the  appropriate  functions  for  making 
the  requesters  and  changing  the  title  of  the  windows  as  the 
requesters  will  ta>ce  en  the  title  of  the  window  that  they 
are  being  attached  to. 


tlE  ■  **  Full  Intuition  Requester  Example" 
t2S  »  "  Select  either  button  to  continue" 
t3S  ■  "        Put  your  raessage  herel" 

ptS  =  "  Hey  "  :  ntS  =  "  That's  GREAT  " 
'  The  negacive  text  doesn't  HAVK  to  be  negative  I 
pFlag  =  1  :  nFlag  =  0 

V    °    350  :  h  =  75  '  You  should  keep  in  mind  the  width  of 
'  the  text  when  you  set  the  w  value* 

'  Set  the  window  title  to  give  the  requester  a  meaningful 
'  name 

SetTit  "Requester  Example" 

DOReq  tl5,t2Srt3$,pt5,nt$,pFlag,nFlag,w,h 

'  Let's  reset  the  window  title 

fietTit  "Intuition  Controlled  Requesters" 

IF  Result  =  TRUE  THEN 

PRINT  "You  chose  the  left  button" 
ELSE 

PRINT  "You  Chose  the  right  button" 
END  IF 

LIBRARY  CLOSE 
END 

SUB  DOReqltlS, t2$, t3$,pt$,ntS,pFlag,nFlag,w,hl  STATIC 
SHARED  Result, NULL 

Size  =  18      •  Size  of  the  IntuiText  Structure 

'  This  structure  contains  infor^nation  used 

'  by  the  AutoRequestO  function  that 

'  describes  the  draw  parameters,  actual  texti 

'  pointers  to  additional  IntuiText 

'  BttuctureSi  etc.   We  will  use  the  POKE 

'  functions  to  bui Id  this  structure  for  each 

'  of  our  text  portions . 

Type  =  655396   '  PUBLIC  CHIP  memory  that  has  been  CLEARed 
■  'i    -    2    -    65S36) 
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tl  -  AllocHeni(SizD,Type) 
t2  =  AllocMeni(S  ize^TypeJ 
t3    =    AllocMemfS  ize^Type) 


pt  =  AllocHem (Size, Type) 
nt  =  AllocHero(Size,TYpe^ 


Ficst  line 

Socond  line 

Third  line 

Add  moro  as  needed.   Note  that 

the  variahles  are  named  to 

correspond  to  the  actual  str  ing 

variable  names 

YES  button 
NO  button 


*  How,  we  set  up  oon    pens  and  drawmodes  foe  each  line  o£ 

*  text  that  we  wish  to  display.   The  first  is  commented,  the 

*  others  follow  the  same  rules. 


POKK  tl,0 
POKE  tl*l,l 
POKE  tl*2,0 


POKEW  tl+4,6 
POKEW  tl+6,4 


■  Foreground  PEN  f 

*  Background  PEN  ( 
'  Draw  Mode 

This  combination  gives  us  a  reverse  field 
requester . 

*  The  left  edge  (where  text  should  start) 
'  The  top  edge  (how  far  down) ,  Note  that 
'    this  is  incremented  by  8  for  each  line  of 

*  text  as  al lowance  for  an  B  point  font.   If 
'  you  are  using  a  different  siae  foot  you 

'  should  change  this  increment  accordingly. 
POKEL  tl+8|0  '  If  ue  wished  to  use  a  custom  font,  we  would 
'  open  the  font  via  another  SUB  and  place  the 
'  resulting  font  pointer  here. 

POKEE.  tl  +  12,SADDttl5  +  CKR$t0)|  '  point  to  the  actual  text 
POKEL  tl+16,t2   '  Point  to  the  next  line  of  text  or  use 
'  NULL  [P)  if  there  aco  no  more, 

'  This  is  for  line  2 

POKE  t2,0  1  POKE  t2tl,l  :  POKE  t2+2,0 

POKEW  t2+4r6  :  POKEW  t2+6,13 

POKEL  t2+8,0  :  POKEL  t2+12 , SADD ( t 2S  +  CHRS(0)) 

POKEL  t2+16,t3 

'  This  is  for  line  3 

POKE  t3,2  :  POKE  t3+l^l  :  POKE  t3+2,0 

POKEW  t3+4,6  ;  POKEW  t3+6,2e 

POKEL  t3+a,a  ;  POKEL  t3+12,SADD { t3$  +  CHR5(B)) 

POKEL  t3+16,MULL 

*  This  is  for  the  positive  button 

POKE  pt,6  :  POKE  pt*l,l  :  POKE  pt+2,0 

POKEW  pt+4,6  J  POKEW  pt+6,3 

POKEL  pt+a,0  :  POKEL  pt+12,SADD(ptS  +  CKRS(0>) 

POKEL  pt+16,NULL 

'  This  is  for  the  negative  button 

POKE  nt,a  t    POKE  nt+1,1  ;  POKE  nt+2,0 

POKEW  nt+4,6  :  POKEW  nt+6r3 

POKEL  nt+8,0  ;  POKEL  nt+12 , S ADD (ntS  +  CHR5{0)) 

POKEL  nt+16,NULr, 

'  itov,    call  the  AutoRequest  function 

Result  -  AutDFequest(wlND0H(7) ,tlrptrnt rpFlag,nFlag,w^h> 

'  Now,  we  release  the  memory  that  we  a I  located  for  efficient 

■  and  friendly  mulci tasking  I 

FreeMem  tl,S  ize  :  FreeHeni  t2*S  ize  :  FreeMem  t3  ^Size 
FreeMeni  pt^S  ize  :  FreeHeni  nt ,  S  ize 

*  We' re  done ! 

END  SUB 

SUB  SetTit (Titles)  STATIC 

SetWindOwTitles  WTNP0W(7) rSADD (Ti tleS  +  CHR$(e))/  -1 
£ND  SUB 

'  This  last  SUB  is  used  to  change  the  window  title  so  that  our 
'  requester  will  be  able  to  display  a  titlo  th.it  applies  to 
'  what  ever  it  is  we ' re  trying  to  say  to  the  user . 

'  When  you  open  a  requester  with  the  AutoRequest ( )  function, 

*  it  will  taJcc  on  the  name  that  is  assigned  to  the  current 

■  window  (our  call  to  WIND0W{7J  tells  AutoRequest  where  to 
'  find  this  info).   We  change  the  existing  window's  title 

*  prior  to  calling  AutoRequest (1  and  our  requester  will  have  a 

*  title  that  says  what  we  want  It  to  s^y.   Remember,  though^ 

'  that  you  must  make  a  call  to  the  SctTlt  SUH  when  the  request 
^  exits,  or  the  window  will  have  the  title  that  ue  assigned 
'  for  the  display  of  the  requester, 

'  If  you  plan  on  displaying  more  or  fewer  lines  of  text  in 

'  your  requester  I  you  should  use  the  appcopr  iate  number  of 

'  text  variables  (tlS,t2£,etc. 1 .   Also,  remember  that  more 

'  lines  of  text  will  require  a  larger  requester  to  display 

'  them.   You  would  change  the  value  of  the  y  variable  to  make 

*  this  larger.   Also,  as  I  noted  above,  you  would  also  take 

*  into  account  the  size  of  the  font  you  are  using  when  setting 
'  th^  X  ,in:5  V  v,-3r  i.Tbli^r; . 

END 


CCMMCDCREie 
CCMPUTEC  SrSTEM 

COMPLETE  STARTER  SYSTEM 
BELOW  DISTRIBUTOR  COST 


$9990 


COMPUTER: The Commodofe  16™  Personal  Computer.  Has  afulllvpewriter 
style  keyboarO  with  8  progrom  triable  function  keys  separate  cursorcontrol 
keys.  0  full  graphics  set  and  six  preprogrammed  function  keys.  Bosic.  the 
world's  most  popular  progromming  language  comes  built  in,  Sound  and 
16  color  graptiics  are  also  Dullt  in.  Tt\e  Clb  connects  directly  to  your  TV 
Commodore  1531  Data  Cossette  Recofdon  The  1 53 1  Dato  Record  provides 
easy  ond  efficient  external  media  storage  fof  your  CI  6  Computer 

SPECIAL  BONUS  ORDER  NOW 

AND  RECIEVE  PROGRAMS  AT 

NO  ADDITIONAL  COST 

STARTER  CALC  —  Beginning  Word  Processor 

MORTGAGE  CALC  —  Mortgage  Analysis 

STARTER  FILE  -  Dote  Base 

DEPRECIATION  CALC  —  DeprecioTion  Analysis 

STARTER  SCRIPT  —  Word  Processing  Programs 

WHAT'S  NEXT  LEnERS/NUMBERS  -  Educational  Program 

EPCINTEC 


dO  column  2  color  printer  mode  by  citi- 
zen. Prints  graphics  and  text  in  five  differ- 
ent sizes!  Sturdy  construction:  Perfect  for 
beginners  orid  advanced  users  olike. 


$4990 


'Only  Witt!  Purctiase  of  System 


DISK  DRIVE 

Higl-i  Speed  Disk  Drive 


80  COLUMN  PRINTER 

Tractor  Friction  Feed 


$42900 


JOYSTICK    ^990 

Deluxe  cosmetic.  Robust  construction 
Jov^tiek-  Comfortable  fugged  hand 
grip.  fl-Diffictlonoi  control,  will  auto- 
matically come  back  to  the  center 
when  you  let  it  tree.  Heavy  duty  base 
with  sfrong/stabihzing  suction  cups 
Four  highly  sensitive,  ligtit  touch  tire 
tpuTtons  Two  tire  buttons  on  neo  vy  duty 
Ciose  Other  h^'O  fire  buttons  on  control 
harvdie,  E^ra  strong,  high  conductivity 
leaf  type  direcliona/fire  contacts  be 
built  in.  Auto  and  quick  fire  electronic 
circuit  included 


S  &  S  Wholesalers 

226  Lincoln  Road  •  Miami  Hch..  FL  33139 


1-800-233-6345  •  1-800-331-7054 
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lips  &  Tricks/ 64  and  128 

Continued  from  pg.  16 

100  REM  CORRECTING  INPUT  - 

J.CHARNETSKI 
110  PRINT" [CLEARJ " 
120  INPUT  "FIRST  NAME";Nl$ 
130  IF  PEEK(215)=128  THEN  PRINT  " 

[CLEAR] SWITCH  MONITOR  TO  40  COL 

MODE" 
150  INPUT  "[DOWNIALL  CORRECT  (Y  OR 

N)";A$ 
160  IF  LEFT${A$,1) <>"Y"THEN  PRINT" 

[HOME] " :GOT0  120 
170  PRINTrPRINT  N1$:PRINT  N2$ 

:PRINT  TN$ 

Sensing  special  keys:  Wlien  designing  a  pragram  that  uses  key- 
board input,  its  useful  to  be  able  to  sense  special  keys  like 
SHIFT,  CTRL  and  the  Commodore  logo  key.  It's  really  quite 
easy  to  do,  since  there's  a  memor>'  location  that  has  various  bits 
set  depending  on  which  of  these  keys  are  pressed. 

The  location  is  653  for  the  64  and  VIC,  211  for  the  128,  and 
1347  for  the  Plus4.  WTien  SHIFT  is  pressed,  it  contains  a  1. 
When  the  Commodore  logo  key  is  pressed,  it  contains  a  2.  And 
when  CTRL  (Control)  is  pressed,  it  contains  a  4. 

You  can  also  detect  combinations  bv  adding  the  values.  For 
example,  CTRL  +  SHIFT  =  5  and  SHIFT  +  COMMODORE 
=  3. 

Jason  Barney 
Renton,  Washington 

Deceptive  lines:  If  you're  debugging  a  program  and  you  encoun- 
ter Syntax  Enors  in  a  line  that  seems  all  right,  tiy  listing  the 
line  by  itself.  You  might  get  what  looks  like  two  lines  instead  of 
one.  If  you  do,  you've  found  the  bug. 

What  you're  seeing  is  really  a  flawed  single  line  produced  by  a 
keyboard  error  These  lines  are  caused  by  typing  a  line  exactly 

without  pressing  RE- 
ro  lines.  But  to 

the  computer,  you've  only  entered  one,  and  it  has  a  line  number 
somewhere  in  its  middle.  That  line  number  is  what  causes  the 
Syntax  Error. 

You  can  eliminate  the  bug  by  typing  both  lines  again. 
Kathleen  Mead 
Westervilk,  Ohio 

RENTMBER  trick:  If  you  have  a  128,  you  can  renumber  your 

programs  at  the  flick  of  the  keyboard.  If  you  have  a  64  and  one 
of  the  many  good  renumbering  utilities,  you  can  do  the  same 
and  sometimes  even  more.  But  as  soon  as  you  renumber  a  pro- 
gram, you  lose  track  of  the  line  numbei-s  of  impoitant  subrou- 
tines or  other  sections  of  youi-  pragi-am. 

If  you  make  up  some  dummy  lines  like  these,  it  will  be  easy  to 
find  those  routines  again: 

100  GOTO  140 

110  GOSUB  700 :  REM  MAIN  MENU 
120  GOSUB  800  :  REM  SORT  ROLITINE 
130  GOSUB  5000  :  REM  SOUND  BEEPER 
140  Rest  of  program  goes  here. 

Lines  110-130,  of  course,  will  never  be  executed.  But  when  the 
program  is  renimibered,  the  line  numbers  in  their  GOSUB 
statements  \^i]\  be  renumbered,  along  with  the  lines  themselves. 


J  as  wide  as  the  screen,  then  t>TDing  another  withoi 
TURN.  Tb  your  careless  eyes,  you've  entei-ed  two 


When  the  renumbering  is  fmished,  you  can  look  at  these  lines  to 
find  the  new  numbers  of  your  \'aluable  routines. 

These  dummy  lines  can  be  anywhere  in  yom-  program,  but  at 
the  very  beginning  is  best.  If  they're  there,  you  can  find  them  in 
a  jifiy'.  Putting  them  at  the  very  end  of  the  progi^am  keeps  them 
out  of  the  way,  but  they're  a  little  slower  to  find. 
A.E.Neas 
Troy,  New  York 

64  power  supply  repairs:  A  frequent  cause  of  computer  trouble  is 
some  sort  of  failure  inside  the  external  power  supply.  Some  of 
these  supplies  am  easier  to  repair  than  othere,  but  you  can  al- 
ways try  something  if  you  suspect  that  yours  is  defective. 

The  first  thing  to  do  is  to  isolate  the  problem  to  the  power  sup- 
ply. The  surest  way  to  do  this  is  by  borrowing  a  fiiend's  good 
power  supply  and  temporarily  switching  it  with  yours.  If  your 
symptoms  continue  when  the  new  power  supply  is  connected, 
the  underlying  problem  is  elsewhere  in  your  system.  If  the 
sjinptoms  go  away,  you  know  that  your  own  power  supply  is  de- 
fective. 

Before  working  on  your  power  supply,  or  on  any  piece  of  elec- 
trical equipment,  you  MUST  be  sure  that  it's  unplugged.  With 
the  power  plug  in  sight,  examine  the  power  supply  to  see  if  it 
can  be  disassembled  (some  of  them  ha\'e  screws  for  this  pur- 
pose). WARNING:  Opening  the  power  supply  will  void  your  war- 
ranty. Remove  the  screws  and  carefully  disassemble  the  supply. 
When  it's  open,  carefully  check  the  glass  fuse  inside.  Usually  a 
visual  examination  can  tell  if  the  fuse  is  blown,  but  only  an 
ohmmeter  test  can  tell  for  sure.  If  the  fijse  is  blown,  replace  it 
with  one  of  identical  rating.  Usually  these  fuses  ai"e  of  the  SAG 
type,  rated  at  1  ampere.  Replacements  ai-e  available  at  Radio 
Shack  and  elsewhere';  you  might  want  to  tiy  the  Slow-Blow  type, 
but  you  should  never  use  a  fijse  with  a  higher  ampere  rating. 

If  your  power  supply  is  of  the  so-called  potted  type,  where  ev- 
erything is  sealed  in  black  plastic  potting  compound,  you  stilt 
have  a  chance  of  replacing  the  flise.  Piy  off  the  bottom  cover,  and 
put  the  power  supply  in  front  of  you  on  the  bench,  upside  down 
with  the  power  cord  going  off  to  youi-  left.  Measure  in  fiom  the 
left  1-%"  and  up  from  the  bottom  (closest  to  you)  1 W.  Chip  away 
the  potting  compound  in  this  ai"ea,  and  you'll  find  a  fuse  buried 
Vs"  to  Vi"  deep  in  the  compound.  Chip  it  cleai;  then  replace  it 
with  a  new  fuse  as  described  above.  Clean  off  the  ends  of  the  new 
fuse  to  the  bare  brass,  then  solder  it  rapidly  to  prevent  oxida- 
tion. 

If  your  fiise  is  good,  and  if  youi'  power  supply  can  be  disassem- 
bled, there  are  still  some  things  you  can  do.  Solder  joints  can  go 
bad.  especially  around  the  large  capacitor,  although  they  may 
look  fine  on  the  surface.  Simply  remelt  all  joints  with  a  soldering 
iron,  and  you  may  be  up  and  running. 

Finally,  you  ran  replace  the  voltage  iiegulator  with  an  ECG 
1934  or  equivalent,  available  at  many  electronics  stores  for 
about  S8.00.  li'that  fix  doesn't  work,  resign  yom-seff  to  paying 
for  a  new  power  supply. 
Bruce  Jaeger 
St.  Paul,  Minnesota 

128  apparent  failure:  After  coming  home  from  school  one  day,  I 
switched  on  my  128  to  find  it  apparently  dead.  There  was  noth- 
ing on  the  screen  at  all.  I  turned  it  off  and  back  on  again.  Still 
nothing.  I  checked  64  mode,  and  everything  was  normal.  After  a 
little  more  searching  to  find  what  was  wrong,  I  noticed  that  the 
40/80  Display  key  was  pushed  in.  I  released  the  key,  hit  STOP 

Continued  on  pg.  112 
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Adventure  Road 

Conlinued  from  pg.  88 

game  that's  not  as  intimidating  as  an  Ul- 
tima or  Bard's  Tale,  so  anyone  can  jump 
right  in  without  reading  a  30-page  man- 
ual. This  aspect  makes  Legacy  an  accessi- 
ble role-playing  game  for  newcomers  and 
novices,  and  the  gi'aphics  ai-e  outstanding 
enough  that  most  hai'd-core  ore-slayers 
will  find  this  S29.95  program  an  excellent 
value. 


Clues  of  the  Month 

If  you  haven't  been  able  to  get  the  master 
key  from  the  hacker  in  Lurking  Horror, 
keep  tiying  —  sooner  or  later  you're 
bound  to  cook  up  something  that  will 
work.  (Put  the  bzqsnm  in  the  Ihbqnvzud.l 
Stuck  in  a  pentagram?  Guess  you  just 
can't  cut  it.  (Bts  bhqbkd  with  jmhed.) 
There's  no  collater  in  Stat.io?ifall,  despite 
the  hints  about  it.  But  you  can  get  some- 
thing fi-om  the  vending  machine  if  you 
stick  your  neck  out.  Well,  make  that 
someone  else's  neck.  Been  to  the  pet  shop? 
Seen  Doc  Schuster's  office?  I  You  need  the 
coin  from  the  strongbox:  shoot  lock  with 
gun.  Examine  ozmdkin  pet  store  ceiling  to 
get  nrsqhbg  mho.  Go  to  the  office  and 
nrsqhbg  will  follow  you  to  the  PX.  Put 
mhoin  in  gnkd.  i  Tb  decode  these  answers, 
count  fonvard  one  letter:  i-stbj  =  stuck. 
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channel,  on  youi'  modified  64  or  128. 

Anyway,  I  think  you  get  the  picture. 
There  are  many  different  areas  on  Q-Link 
that  might  be  fun  or  especially  intei-esting 
in  preparing  foi-  the  upcoming  holiday 
season.  Be  sui'e  to  watch  for  special  events 
and  other  happenings  around  the  system 
as  the  holidays  draw  near. 

Before  I  close,  just  a  quick  note  about 
the  upcoming  ti'ade  shows,  COMDEX 
Fall  is  in  early  November  and  Winter 
CES  will  be  in  eaiiy  Januaiy  With  the 
amount  of  interest  in  the  material  I  re- 
poiled  on  Q-Link  fixim  CES  last  spring, 
Fm  tiying  to  see  what  I  can  do  for  a  repeat 
with  the  upcoming  shows. 

Be  sure  to  check  the  New  Pitiduct  Infor- 
mation section  for  news  on  upcoming 
events  and  the  new  pixxiucts  announced 
at  the  shows.  If  I  can't  make  it  to  both 
shows,  I'll  at  least  tiy  to  have  someone  col- 
lecting information  for  me  and  everything 
will  be  posted  as  soon  as  possible. 

As  usual,  comments,  questions  and  sug- 
gestions are  always  welcome  \ia  E-Mail 
and  I  really  do  appreciate  the  feedback. 
Thanks  to  all  who  have  responded  in  the 
past  and  please  let  me  know  if  you  have 
any  ideas  for  future  columns.  H 


DISCOUNT    SOFTWAREand 
FREE   Leroy's  Cheatsheet 


We  carry  a  complete  line  ol 
FREE 


software  at  compalitive  prices.  PLUS  -  on  any  software  package  of  $25.00  or  more  yoj  gel  a 
Lero/S  CtieatshE  21  of  your  ctioice!    See  below  for  shipping  inlormaiion, 


COMMODORE  64   1 

ABACUS 

Basic  Compiler  64 

S  30 

Cad  Pac  64 

$30 

Chart  Pah  64 

$30 

CobQl  64 

$  30 

ACTIVISION 

Hacker  2 

S  26 

Portal 

S  3D 

Shannhai 
Transiormers 

$26 

S  26 

ARTWORKS 

Strip  PokOf 

$  22 

Data  Disks  (eachj 

S16   , 

BERKELEY  SQFTWDBKS 

GEOS 

S  42 

Deskpack  1 

S  25 

Fonlpa-k  1 

S  22 

GaoCab 

S  36 

GqoFiIb 

$  36 

GooDex 

$28 

Wrilar's  V/orkshop 

$36 

BOOKS  ON  GEOS 

Abacus 

Geos  inside  a  out 

$19 

(lof  GEOS  pre  1 ,3) 

BRODERBUND 
Carm.  Sandiego  VJorld  $  25 
Carm.  Sandiego  USA  $  30 
Print  Shop  $  29 

Print  Shop  Ccmpanion  $  26 
Grphc  Libraries  sa.       S  18 

CHEATSHEET    PRODS 

Elite  Help  Book  S7.95 

Label  Maker  $30 

CRYSTAL  ROSE 

Doodie 

CSM 

1541  AlignmenlKit 

DIGITAL  SOLUTIONS 


$30 
$  33 


PRECISION 

Superbase  54  S  60 

Sup8rscr;pl64  S  37 

Superbase  Thu  Book  $15 

PROFESSIONAL 
Fieet  System  2+  S  42 

Fiaet  Filer  S  30 

SIMON  &  SCHUSTER 
StarTrek-Kobayashi    $30 
StarTrek-Promelhian  $30 
$  30 


Midnight  Press 
Haw  ta  got  the  most 


Pockor  Filer  2 
Packet  Planner  2 
Pocket  Writer  Z 
Digital  Superpack 
Pocket  Dictionary 

ELECTRONIC  ARTS 
Chessfflasser  2000       S  30 
Legacy   of  the  Ariciants  $  22 

EPYX 

Fast  Load  {cart) 
P.S.  Graphics  SI.  »2, 

or  #3.(jp*otyl 
Movie  Monster 
MultJpian 

INFOCOM 

Leather  GcddessQS 


S45 
S  45 

S45 
S  75  . 
S  14 


S  30 

$20  I 
S  30  , 
$  30 


Typing  TLrtoT  3 
SPRINGBOARD 

Newsroom  S  37 

Ciip  Art  VDl«1or«3  $22 

Clip  art  #2  $28 

Cemlicale  Maker  $  37 

Cenificale  Library  #1  $  26 
Print  Shp  Grail  Xpandi$  26 

SUBLOGIC 

Flinnl  Simulator  II  $37 

Jet  $  30 

Scenery  disks  (eacA;  S  17 

TIMEWORKS 
Oala  Manager  2  S  30     I 

Partner  64  $  45     ' 

SwiflCalo w/Sideways  $30 
Sylvia  Porter  Fin  PInr    $37 

Don't  forge!  to  select  your 
FRie  LsroysCheatshaet 
when  ordering  a  program  of 
$25  or  mors. 
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ABACUS 

Basic  7.0  Compiler       $  44 
Cad  Pak  123  $  44 

Chart  Pak  123  $30 

CoboM2S  $44 

Personal  Portfolio  Mgr  $44 
Tech  Analysis  System  $  44 

ACCESS 

Macli  123  carl.  $37 

BERKELEY 

GEOS  128  $52 

MICROSPHERE 

Cash-in  Cash-out 


S  59 


PERSONAL  CHOICE 


lamTrieC128 
PROGRESSIVE 

Bob's  Terra  Pro  1 2B 

Superbase  128 

SuperscripllSB 

Vizasiar 

Vizawrile 
PROFESSIONAL 

Fleet  System  4 

TIMEWORKS 
Data  Manager  123 
Partner  128 
Swiltcalo  128 
Word  Writer  123 


S27 

S  59 
S  75 
S  60 

S  61 
S  61 

$51 

S  50 
S  50 
S  50 
$  SO 


lor 
COMMODORE 
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Label  Maker™ 

Software  by  Leroy 


Advanced  program  deBigned  speciticaily  tor  making  labels.  Predesigned 
layouts  for  10  diderent  types  including;  Std-  labels,  Audio  Cassette, 
File  Folder,  Floppy  DIsK,  Micro  Disk,  Shipping  Labels,  Rotary 
Index  Cards,  Conllnuous  Envelopes,  and  2  sizes  of  Hand 
Fed  Envelopes         .  Over  500  labels  included  in  package. 
liM#A:>ikU,M  J:MJ- compalible  with  Data  Manager  128, 
Data  Manager  2,  Fleet  Filer,  Superbase,  Consultant  & 
Word  Processors  such  as  Easyscrlpt 
Paper  Clip,  or  Fleet  System. 


For  your  COMMODORE  128™  ForyourCOMMODORE  64^ 

Put  Your  Program's  Commands  Where  They  Belong  -  And  Your  Manuals  On  The  Shelf. 

Have  you  ever  sat  at  your  computer  with  the  manual  in  your  lap  trying  to  tind  an  elusive  command?  How  much 
time  have  you  lost  searcning  through  manuals  to  refresh  your  memory  on  how  to  do  what  you  wanted?  Now 
you  have  a  way  to  end  that  Imstralion  ■  Leroy's  Cheatsheets. 

Leroy's  Cheatsheets  help  you  get  Ho  your  program  right  away.  We  put  the  commands  right  al  your 
fingertips,  actual  keystrokes  are  in  bold  type,  variables  are  shown  in  italics.  Designed  by  software  experts,  our 
durable  plastic  laminated  overlays  are  comprehensive  reference  aids  which  document  a  product  or  system 
completely.  Now  use  your  software  more  easily  and  more  effectively.  With  Leroy's  Cheatsheets  you'll  never 
have  10  hunt  lor  a  program  command  again!!!  s«6.b.!o.»j«n5  ■ 


Order  Now  and  Save ...    Money,  Time  and  Frustration 


COMMODORE  128      $7.95  ea 

Plc»i«  iond  riMrhii  telowiru  LEROVS  CHEATSHEETS  Icf  irw 
COMWOOORE  l2eiDronly^7,KM5l-  ptj»fh,Hi»i|), 

U   Ba&k:7.0  Ult-OUl^  Muldplanisa 

J   Blanks  ['TOt  it-n-Tatotii  D  Newsroom 

^   Daia  Manager  123  a  Paperback  Filer 

J   QEkl571  U  Paperback  Planiwr 

J   E a &y  Script  U  Paperback  Wnlor 

J  Elilo  U  Paperclip// 

J  Fleet  System  U  Superbase  1?a 

J  Flighl  Simulator  2  U  Superscnpt  123 

D  ForThoBoginnor  U  SwittCalc12S 

J  GEOS  U  Word  Writer  12S 

FREE-  Keyboard  Extender  [1  t>er order) 


J  Equipmenl  3tand(s)  foronly  JJ5.3J  eadi 

:j  ELITE  HELPBOOK  for  only  17.95  each 

D   Pfi3gfamnairtiG(s) 


Artd[ess._ 
|Ci1y 


COMMODORE  64   $3.95  ea 

PlDHSB  sant;  rrJB  irra  blOwirta  LEROY'S  CHEATSHEETS  Tof  Jie 
COMMODORE  64  tofonfy».5SeacH  pruS3hlp(>r,o. 


CUT-auT.YOUFBriF ON  DOTTED  LUSES 


~3  Ba£Fc2.0 

3  B!anksi*faTi«n»n*t»tf; 

J  Datal'.^anager 

J  DataF/ansgsrS 

3  Disk  1541 

J  Easyscript 

J  Ellis 

J  Fleet  Filer        ^^^  ^^^^  ^^^^  COMMODORE  BiC 


U  FleerSyslfifT  2 

D  Fl-ghl  Simulator  2 

U  For  The  BogLnner 

G  GEOS 

G  Multiplnn 

G  Now&roon^ 

a  Paperback  [Pocket)  Filer 


G  Paperback  Ptarrier 

G  Paperback  V/iilor 

G  Paperclip 

G  Speedscript 

G  Superbase  G4 

G  Superscript  64 

G  SwitlColc 

G  Word  Writer 


Cat^^o^oK  13  ;i 


ORDERING     INFORMATION:         Far  last     dehvery     ssnd     cashier's     ch^k     or 
money  orde'.  Persongl   &   company  chochs  allow  3  w«>ks  to  clear.  Uasler  Card 

and    Visa    orders    pfeaw    induce   cprd  *,   etpirjljon    dal«    .Prices   Bnd   avaibblllly 
ftubjfrcl  to  change  wllhoui  noiice. 

SHIPPING: 

TOTAL                  Ccnl.           APO  FPQ.AK  INTER-      , 

QFIDEfl US-            HI.CAH.Pn  NATIONAL 


TAXES: 
Add  6%  sales  (inciLHJe  sh'pp-r>g) 
for  PA    resdenls  only 


UPloSlO  $2.00  £2.00                     SS.OO 

S10-SZ5  £3.00  £4.00                     $7.00 

525-S50  £4.00  £5.00  •  Chtiiih.*!. 

£50  UP  £5.00  £6.00                         Only 

HOL'RS' 8  AM- 5  PM  Eastern  ^^ppd3v  l^ru Friday      l 


)  COM10 


CHEATSHEET  PRODUCTS,  INC.     P.O.  Box  111368  Pitlsburgh,  PA,  15238 


Orcersonly  TOLL  FREE  1  SOO  334  2S05    PAOrdorji    [412]  731 -1551    DEALER  INQUIRES  WELCOME 
Write  lor  ir&e  Catalog  ol  sotlvuare  and  accessories 
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and  RESTORE  together,  and  128  mode  worked  perfectly.  What 


a  scare! 

John  Mahowald 

Address  Unknown 

Structured  KEMs:  This  system  for  using  REMs  makes  it  easy 
to  understand  the  organization  of  a  pragi-am,  even  when  the  list- 
ing is  flashing  by  on  the  sci^een.  I  use  it  in  eveiy  long  program, 
making  life  easier  for  those  who  try  to  decipher  my  software, 
and  also  for  myself 

Each  pragi-am  starts  with  six  standai-d  REMs.  The  first  is  the 
name  of  the  program,  set  off  by  astei-isks  befoi-e  and  after  it.  The 
second  is  the  date  of  this  vereion  of  the  progi'am.  Then  there  are 
four  more  with  my  name,  addi-ess  and  telephone  number  These 
SLx  lines  each  occupy  40  columns  or  less,  so  no  line  waps  mx)und 
on  the  screen.  To  make  them  look  even  nicer.  I  insert  spaces  to 
center  their  contents  on  the  monitor 

To  end  the  initial  REM  section,  I  put  a  line  consisting  of  a  line 
number  and  a  single  colon.  (Believe  it  or  not,  this  is  legal  in 
Commodore  BASIC,  i 

I  divide  the  program  itself  into  easily-understood  sections. 
That's  usually  not  very  hard,  since  most  progi-ams  have  several 
well-delineated  functions  that  lend  themselves  to  such  organiza- 
tion. 

The  first  line  in  each  section  consists  of  a  REM  followed  by  a 
space,  two  or  three  asterisks  and  a  biief  description  of  the  sec- 
tion. I  fit  this  line  into  40  columns  or  less,  and  I  don't  use  leading 
spaces  to  center  it. 

Like  the  title  section,  each  of  these  sections  ends  with  a  line 
made  up  of  a  single  colon. 

Now  when  the  progi'am  is  listed,  its  title,  date  tmd  author  are 
the  first  things  you  see  on  the  screen.  Its  major  sections  are  sep- 
arated by  a  colon  line  followed  by  a  thi-ee-asteiisk  REM  line. 
When  you  look  at  one  of  these  listings,  it's  uncanny  how  easy 
they  are  to  follow,  either  on  the  scix^n  or  on  the  printer. 

To  see  this  REM  system  in  action,  download  a  few  of  my  pro- 
grams in  the  Special  Edition  section  of  Q-Link.  You'll  find  it  in 
the  Commodore  Software  Showcase. 
Louis  F.  Sander 
Pittsburgh ,  Pennsylmn  ia 

Joystick  pieces:  Many  construction  projects  call  for  a  nine-pin 
subminiature  connector  to  fit  into  the  joystick  port.  A  conve- 
nient and  economical  source  for  such  connectors  is  an  old  Atari, 
Commodore  or  similar  tj-pe  joystick  that  has  been  taken  out  of 
sei-vice.  These  can  often  be  found  at  yard  sales,  flea  mark-ets  and 
liquidation  sales,  and  the  price  is  usually  right. 

Not  only  are  they  inexpensive,  but  they  also  include  a  molded 
cable  with  solderless  lugs  on  the  other  end.  Just  take  the  joy- 
stick apart  and  pull  the  lugs  from  the  circuit  board.  If  you  be- 
lieve in  saving  everything,  no  matter  how  small,  you  can  cut  off 
the  joystick's  rubber  feet  and  use  them  for  other  projects  around 
the  house  and  computer  room. 
Matthew  Hately 
Bowmanvilie,  Ontario  Canada 

.\nother  TI?  SA\^n  I  use  the  above  technique  on  my  128  by  re- 
defining a  function  key  as  follows: 

KEY  7,'T3SAVE"+CHES(34)  +  "16FEB"+ 

CHRS(34R"-TI$"-CHRS(13> 


The  "16FEB".  of  course,  is  changed  to  the  date  I'm  doing  the 
saving.  This  method  gives  me  the  date  as  well  as  the  time  in  my 
program  names,  and  makes  it  easy  to  scratch  one  day's  work  by 
using  SCR-WCH-'ieFEB*", 
Jim  Loomis 
Van  Etten,  New  York 
I 
128  power  supply  repairs:  If  your  computer  is  totally  dead,  or 
nearly  so,  there's  a  good  chance  that  the  fiise  in  your  power  sup- 
ply has  blown. 

The  first  thing  to  do  is  to  isolate  the  problem  to  the  power  sup- 
ply. The  sim?st  way  to  do  this  is  by  IwiTowing  a  friend's  good 
power  supply  and  temporarily  sv\itching  it  v\ith  youi^.  If  your 
symptoms  continue  when  the  new  powei-  supply  is  connected, 
the  underlying  problem  is  elsewhere  in  your  system.  If  the 
symptoms  go  away,  you  know  that  your  own  power  supply  is  de- 
fective. That  probably  means  the  fuse  is  blown. 

Before  working  on  your  power  supply,  or  on  any  piece  of  elec- 
trical equipment,  you  MUST  be  sure  that  it's  unplugged.  With 
the  power  plug  in  sight.  l(X)k  at  the  power  suppl\'  to  see  how  it's 
disassembled.  In  early  units,  the  fu.se  holder  is  imder  a  circular 
black  cap  that  can  be  removed  with  a  .screwdiiver.  Later  units 
have  four  screws  that  can  be  removed  to  let  you  open  the  box. 
Sometimes  these  ai-e  covei^ed  with  plastic  plugs  which  look  like 
part  of  the  coven  You  can  remove  them  with  a  knife  or  other 
pointed  instmment. 

Disassemble  the  power  supply  and  locate  the  fuse,  WARN- 
ING: Opening  the  power  supply  will  void  youi'  waiTantv'.  A  visu- 
al examination  v\ill  usually  reveal  if  the  fiise  is  blowTi.  but  only 
an  ohmmeter  test  can  tell  for  sui-e.  If  the  fi.ise  is  blowTi,  replace  it 
with  one  of  identical  rating.  Usually  these  fuses  ai-e  of  the  3AG 
type,  rated  at  1.6  amps.  lieplacements  are  available  at  Radio 
Shack  and  elsewhere;  \'ou  might  want  to  tn'  the  Slow-Blow  type, 
but  you  should  never  use  a  fuse  with  a  higher  ampere  rating. 

If  replacing  the  (use  doesn't  fix  yom-  problem,  you  haven't  lost 
much  time  or  money.  But  if  it  does,  you've  probably  saved  a  bun- 
dle! 

Hai  Nguyen 
Santa  Ana,  California 

Lightning  detector:  Lightning  season  is  over  in  most  pails  of 
the  countiT,  but  remember  this  tip  for  next  yeai:  A  radio  tuned 
to  a  clear  channel  at  the  low  end  of  the  AM  band  makes  an  ex- 
cellent lightning  detector.  You  can  usually  heai'  the  chai'acteris- 
tic  lightning  crackle  on  the  radio  long  before  you  heai-  the  thun- 
der or  see  the  approaching  darkness. 

When  you  hear  the  stotic,  it's  a  good  time  to  save  youi-  pro- 
gram, shut  down  and  unplug.  It's  not  veiy  likely  that  lightning 
will  damage  anything,  but  you're  bettei-  safe  than  sony.  Don't 
forget  the  modem  —  it's  a  good  idea  to  unplug  it  from  the  tele- 
phone line, 
Frank  Colaricci 
Winter  Park,  Florida 

Saving  temporary  prognuns:  When  developing  programs,  it's 
wise  to  save  your  work  periodically,  to  be  sure  it  won't  be  de- 
stroyed by  a  power  failure  or  other  disastrous  event.  If  you  use  a 
new  disk  for  this  purpose,  the  revisions  vnll  appear  sequentially 
in  the  director)',  letting  you  keep  better  track  of  your  progi-ess.  I 
generally  save  all  my  revisions,  at  least  until  the  progi'am  is  fi- 
nalized, because  I  never  know  when  I  might  need  something  I 
threw  awav  in  one  of  the  earlv  revisions. 
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By  using  the  vai-iable  TI$  to  name  each  revision,  keeping 
track  of  them  becomes  even  easier.  When  you  type  SAVE  TIS,8 
then  press  Return,  your  program  wnll  automatically  get  a 
unique  six-chai-acter  name.  (All  right, just  pr-obably  unique.  You 
could  have  saved  another  version  exactly  24  houi-s  ago.)  This 
method  doesn't  work  with  the  12S's  DSA\Ti  command  oi-  with 
the  Left  Aitow  SAVE  command  used  in  the  64's  DOS  Wedge 
program,  but  the  automatic  naming  feature  is  more  than  worth 
the  extra  keysti-okes  used  to  type  the  SA\'E,  the  comma  and  the 
drive  number,  (editor's  note:  This  will  work  with  P!us'4  and  128 
DSAVE  command,  but  the  TI$  must  be  in  pai-enthesis  (i.e. 
DSAVE  (TI$))1. 

You  can  achieve  even  more  by  setting  TIS  equal  to  the  con^t 
time  when  you  turn  on  your  computer  Each  progi-am  saved  us- 
ing TI$  will  then  have  a  name  coiTesponding  to  the  time  that  it 
was  saved.  If  it's  11:55,  you  set  TIS  fi-om  direct  mode  by  entering 
TI$  =  "115500".  The  "00"  is  for  the  seconds,  and  they  must  be 
part  of  the  string.  Remember,  too  that  using  your  reset  button 
sets  TI$  =  "000000". 

I've  recently  adopted  this  technique  in  my  own  work,  and  it 
has  taken  the  tedium  and  confusion  out  of  saving  my  backups.  If 
my  development  work  takes  more  than  one  day,  I  use  a  new  disk 
each  day,  labeling  it  with  the  apprapriate  date.  When  it's  time  to 
save  the  finished  version  of  my  progi-am,  I  save  it  on  another 
disk,  using  a  meaningful  plain-English  name.  When  I  no  longer 
care  to  save  the  previous  revisions,  I  just  refonnat  their  disk{sl, 
eliminating  the  ID  code  from  the  fonnatting  command.  In  sec- 
onds, the  disk  is  ready  to  be  reused. 
Louis  F.  Sander 
Pittsburgh,  Pennsykwiia 

Monitor  jfjarc  reduction:  Most  monitors  for  Commodore  com- 
puters have  shiny  glass  faces  on  their  CRTs,  so  there's  often 
plenty  of  glare  to  contend  \v\th.  A  nylon-mesh  screen  filter  can 
reduce  this  glare  to  a  veiy  acceptable  level.  The  filter's  fine 
black  nylon  mesh  is  sti-etched  over  a  strong  but  lightweight 
frame  that  fits  over  the  CRT  bezel  on  the  monitor.  Tlie  one  I  use 
is  an  Acco  55571,  and  is  available  for  under  $30  in  most  ofTice 
supply  stores. 

lb  accommodate  the  huge  diversity  of  monitor  screens,  these 
filters  come  in  various  sizes  and  with  many  different  mounting 
schemes. 

Mine  included  over  a  dozen  mounting  pieces  —  Velcro,  dou- 
ble-sided foam  tape,  plastic  brackets,  etc.  The  Velcra  worked 
well  with  my  Commodore  1902.  even  though  the  monitor  face  is 
curved  and  the  filter  is  flat  The  nylon  is  tough  and  can  be 
cleaned  with  soap  and  water 
Zouis  F.  Sander 
Pittsburgh,  Pennsylvania 

128  etisy  LOAD  and  RUS:  It's  easy  to  load  and  execute  BASIC 
programs  by  entering  RUN  TROGRAIVINAME"  fium  direct 
mode.  But  here's  an  even  easier  way. 

Save  your  progi-am  with  a  name  that  ends  in  a  shifted  space 
and  a  shifted  ("  sign.  Such  pi-ograms  can  be  loaded  fixim  their 
directory  listing  by  moving  the  cursor  to  the  listing  and  press- 
ing F6. 

If  the  program  has  been  named  already,  you  can  use  the  REN- 
AME command  to  change  its  name  to  one  ending  in  shifted 
space  and  shifted  (u , 
Frank  Klein 
South  Elgin.  Illinois  Contin ucd  on  pg.lN 


Judgement 

A  Decision  Making  Tool 

There  are  many  software  programs  which  aid  in  the  decision 
making  process.  Judsement  is  differeni  because  it  deals  with 
fuzzy  issues,  subjective  feelings,  and  opinions.  Ii  provides  a 
framework  for  systematically  making  judgements  and  selecting 
the  best  alternative.  The  weighted  average  decision  model  is 
based  upon  a  very  natural  technique:  rating  things  on  a  numeric 
(or  graphic)  scale.  Beauty  contests,  boxing  matches,  and 
gymnastic  competitions  all  employ  the  same  principle.  Tlic 
Judgement  program  has  simply  developed  the  technique  to  a 
new  level  of  sophistication  witli  weighted  criteria. 

SAMPLE  APPLICATIONS: 

0  Which  car  should  I  buy? 

0  Should  I  change  jobs? 

0  Which  applicant  is  best  qualified? 

o  How  do  I  grade  these  compositions? 

...and  many  more! 

From  Synergy  Software. 

For  COMMODORE  64*  computers. 

To  order,  send  a  check  or  money  order  for  S39.95  v^'ith  tlic 
following  order  form  to; 

Synergy  Software 
P.  O.  Box  3727 
Arlington,  TX  76010-3727 

Enclosed  is  S39.95.    Rush  a  copy  of  Judgement  to: 


NAh4E: 


ADDRESS: 
CITY: 


STATE: 
ZIP: 


Commodore  64  is  a  registered  trademark  of 
Commodore  Electronics  Limiied. 
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Continued  from  pg.  113 

128  Screen  Mode  Swapper:  Many  128  programs  work  best  in  ei- 
ther 40-  or  80-column  mode,  with  the  other  mode  inferior  or  un- 
acceptable. A  well  ™tten  program  wili  first  check  to  see  if  the 
computer  is  in  the  proper  screen  mode,  and  if  it  isn't,  will  switch 
to  the  coiTect  mode. 

The  accompanjdng  short  routine  checks  memoiy  location  215 
to  determine  which  screen  mode  is  active,  then  uses  the  screen 
swapper  kemal  routine  at  65375  to  make  the  switch  if  neces- 
sary. 

John  R.Howell 

Houston,  Texas 

100  REM  128  SCREEN  MODE  SWAPPER-HOWELL 
110  REM  PEEK(215)=0  IS  40  COL  MODE 
120  REM  PEEK(215)=128  IS  80  COL  MODE 
130  IF  PEEK(215)=128  THEN  PRINT  " 

[CLEAR] SWITCH  MONITOR  TO  40  COL 

MODE"  :  SYS  65375 

1571  motor  shutoff:  A  bothersome  feature  of  the  1571  is  that  its 
motor  continues  to  run  for  about  ten  seconds  after  accessing  the 
disk.  You  can  use  this  subroutine  to  turn  the  motor  off  in  about 
two  seconds.  It  works  with  both  the  64  and  the  128: 

500  PRINT#15,"M-W";CHRS(53);CHES(0);CHR$I  1  l;CHR$il) 
510  RETURN 

Of  course,  you'll  have  to  execute  an  OPEN  15,8,15  somewhere 
before  using  the  subroutine.  Then  GOSUB  500  after  every  disk 
read  or  write,  and  the  motor  will  quickly  stop. 

You  can  also  assign  the  command  to  a  function  key  on  the 
128,  if  you  include  the  OPEN  and  CLOSE  commands  in  the  key 
assignment.  The  assignment  statement  is  straightfonvard 
enough,  but  contains  enough  punctuation  marks  to  sm'ely  con- 
fuse ova-  typesetter.  We'll  leave  its  exact  fonnat  to  you. 

The  routine  works  by  changing  the  value  in  the  drive's  RAM 
location  53,  which  is  used  as  a  count-down  timer  for  turning  off 
the  diive  motor  The  normal  value  is  6,  but  this  progi-am 
changes  it  to  1.  Don't  by  changing  it  to  zero,  or  the  motor  will 
not  turn  off. 
Ray  Roberts 
Gainesvilk,  Florida 

Double-sided  1571  in  til  mode:  If  you  reset  the  computer  in  64 
mode,  the  1571  disk  drive  automatically  sets  itself  to  single-sid- 
ed mode.  If  you  want  to  work  in  64  mode  and  retain  the  double- 
sided  capacit>'  of  the  1571,  you  can  do  what  I  did. 

I  put  the  following  progi'am  as  the  first  one  on  any  disk  that's 
destined  for  64  mode  programs: 

100  DIRECTORY :  PRINT  "PRESS  Y  FOR  64  MODE" : 

GETKEYAS 
110  IFA$  =  "Y"THEN  G064  :  ELSE  NEW 

I  saved  the  program  as  "G064",  then  used  my  Autoboot  creator 
to  run  it  automatically  when  the  system  boots. 

Now  when  I  turn  on  the  computer,  a  single  keystroke  gets  me 
going  with  my  drive  active  in  double-sided  mode  and  my  com- 
puter in  64  mode. 
Larry  Hardy 
APO.  New  York  3 
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I  Continued  from  pg.  59 

145    IF    T2026137    THEN    500'EKEI 
200    S=NT+128:T3=0:SE=3' EOTC 
205    READ    A,D:IF    A=-l    THEN    230'FJIG 
210    T3=T3+A+D"DGCA 
220    POKE    S+A,D:GOTO    205'DIIB 
230    IF    T307298    THEN    500'EJOD 
300    EA=NT-i-640:EH=INT(EA/256) 
:EL=EA-256*EH' ICPI 

302    TC=0:PRINT"CHECKING    ML..."'CEPE 
305    FOR    M=NT-l-128    TO    EA-1  :  TC=TC-(-PEEK  (M) 
:NEXT' JSBM 

307  IF    TC068788    THEN    PRINT"ERROR    IN 
ML!":GOTO    510'GLMN 

308  F$="SD.ML" 'BCBH 

310  SYS  57812F$,8,1:REM  PARAMETERS 
FOR  SAVE'CEMG 

315  POKE  193,PEEK{55) :POKE  194, 

PEEK(56):REM  START  ADDRESS'FFHN 

317  POKE  174,EL:P0KE  175, EH 
:REM  END  ADDRESS-Hl'DBZN 

318  PRINT"SAVING  ML"'BAIJ 

320  SYS  62957:REM  PERFORM  A  BSAVE'CTOF 
330  END'BACA 
500  PRINT"DATA  ERROR  IN 
SECTION"SE'BCRF 

510  NT=NT+333:NH=INT(NT/256) 
:NL=NT-256*NH'ICTM 

520  POKE  51,NL:P0KE  52,NH:POKE  55, NL 
:POKE  56,NH:END'FYRJ 

999  REM  SECTION  1  ' BOBY 

1000  DATA  164,56,136,136,132,56,166, 
55'BDXX 

1008  DATA  132,52,132,54,165,45,133, 
195'BDMG 

1016  DATA  165,46,133,196,198,196,198, 

196'BFTG 
1024  DATA  134,36,132,37,160,0,177, 

195'BCNE 
1032  DATA  145,36,230,195,208,2,230, 

196'BDND 
1040  DATA  56,165,195,229,45,133,34, 

165'BDCC 
1048  DATA  196,229,46,5,34,144,2, 

240'BAPK 
1056  DATA  10,230,36,208,2,230,37, 

208'BBWJ 
1064  DATA  221,240,219,96,0,0,-1'BVBH 

1999  REM  SECTION  2  ' BOCX 

2000  DATA  120,184,80,50,234,234,0, 
200 'BCRY 

2008  DATA  177,122,208,251,132,118,136, 

152'BGBI 
2016  DATA  166,122,164,123,232,32,189, 

255'BFIH 
2024  DATA  169,1,166,119,160,0,32, 

186'BBNF 
2032  DATA  255,32,89,225,169,13,32, 

22'BBRE 
2040  DATA  231,164,118,184,80,67,0, 

0'BAID 
2048  DATA  0,0,0,0,0,0,80,117'BSPJ 
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2056  DATA  240,205,200,177,122,41,15, 

201'BEIL 
2064  DATA  8,240,9,201,9,240,5,162'BXMI 
2072  DATA  9,76,55,164,133,119,76, 

134'BBCI 
2080  DATA  227,0,0,0,0,200,177,122'BXPG 
2088  DATA  240,77,201,81,240,6,201, 

BS'BBAP 
2096  DATA  240,216,208,69,162,5,189, 

16  2'BDWO 
2104  DATA  227,149,115,202,16,248,76, 

134'BELF 
2112  DATA  227,234,80,88,200,200,177, 

122'BEBE 
2120  DATA  208,251,132,113,136,152,166, 

122'BGYD 
2128  DATA  232,164,123,32,189,255,169, 

I'BDRK 
2136  DATA  166,119,160,1,32,186,255, 

169'BDVJ 
21'44  DATA  0,133,147,32,213,255,176, 

140'BDCl 
2152  DATA  76,134,227,240,216,201,64, 

240'BEZI 
2160  DATA  180,201,95,240,147,208,87, 

240'BEIH 
2168  DATA  96,208,96,208,81,32,138, 

0'BAXO 
2176  DATA  186,202,189,0,1,188,1,1'BXOM 
2184  DATA  24,105,31,133,116,144,1, 

200'BCLM 
2192  DATA  132,117,169,76,133,115,169, 

8'BDXL 
2200  DATA  133,119,88,96,80,105,-1'BXWA 

2999  REM  SECTION  3  'BODY 

3000  DATA  213,118,242,118,246,37,248, 
162'BFKB 

j  3008  DATA  249,208,250,162,255,118,277, 
!       118'BGSJ 
3016  DATA  281,165,282,119,313,165,314, 
119'BGNI 
I  3024  DATA  359,166,360,119,362,118,375, 
165'BGCH 
3032  DATA  37 6  ,  119 , -1 , -1 ' BNDC 

fND 

Program  2 


6  REM VIC- 

145  IF  T2O260 
307  IF  TC0688 

ML!" :GOTO 
310  SYS  57809F 
FOR  SAVE'C 
320  SYS  63109: 

1999  REM S 

2032  DATA  255, 

66'BBWE 
2072  DATA  9,76 

116'BBHI 
2080  DATA  196, 
2096  DATA  240, 

135'BDWO 


20  VERSION  'BTBJ 

36  THEN  500'EKCI 

20  THEN  PRINT"ERROR  IN 

510'GLYN 

$,8,1: REM  PARAMETERS 

ESG 

REM  PERFORM  A  BSAVE'CTEF 

ECTION  2  'BOCX 

32,86,225,169,13,32, 

,55,196,133,119,76, 

0,  0,0, 0,200, 177, 122 'BXUG 
216,208,69,162,5,189, 


2104  DATA  227,149,115,202,16,248,76, 

116'BELF 
2112  DATA  196,234,80,88,200,200,177, 

122'BEGE 
2152  DATA  76,116,196,240,216,201,64, 

240'BEEI 

ENO 


Programs 

100    CA= (PEEK(45)+256*PEEK 

-640'GSIC 
110    PRINT" [CLEAR, DOWN] TOP 

(Y/N) ?" "BARC 
120    POKE    198,0:WAIT    198,1 
130    IF    A$<>"Y"THEN    500'EF 
140    SYS    CA:CLR'CDWA 
400    PRINT" [DOWN] SMALL    DOS 

:EA=PEEK(36)+256*PEEK 

:DS=EA-511'IWMN 
410    PRINT    DS"TO"EA: PRINT" 

SYS"DS" [UP3] "'CHIP 
412    REM' BARB 

415    POKE    198,l:POKE    631,1 
500    INPUT" [DOWN]WHERE";DS 

:DH=INT(DS/256) :DL=DS 
505    IF    DS<1024    OR    DS>4044 

DS<49152    OR    DS>52736 

PRINT"ILLEGAL    ADDRESS 
510    POKE    781,DL:POKE    782, 

:GOTO    140'FYRI 


(46)) 

OF    MEMORY 

:GET    AS'DOJB 
IB 

INSTALLED" 
(37) 

[DOWN 2] 


3:NEW'DNII 

-256*DH'HXRK 
8    AND 

THEN 

":END'LDNV 

DH:CA=CA-»-12 

iNP 


THE  AMAZING 

VCICC  MASTER 


SPEECH 

DIGITIZER, 

VOICE 

RECOGNITION 

AND  MORE... 


There  Is  nothing  else  like 
it.  Voice  Master  gives 
botti  speech  output 
and  voice  recognition  with  this  single  hardware  product!  Your  voice 
controls  programs,  Of  home  appliances,  robots,  arxi  more  with  spoken 
commands.  VeitMl  response  bock  gives  stotus,  verlfios.  or  requests  vour 
replyl  Speech  output  and  recognition  patterns  are  recorded  into 
memory  with  your  voice.  Programming  is  simple  with  new  commands 
added  to  BASIC.  Demo  programs  get  you  up  and  tunning  quickly.  A 
music  bonus  pfogram  lets  you  write  and  compose  musical  scores  merely 
by  humming  a  tune.  Unlimited  applications  for  fun,  education,  or 
commercial  use.  Design  your  own  programs  foe  profit.  Speech  and 
recognition  quality  the  finest  available.  Only  Covox  provides  this  high- 
tech  marvel  for  unlimited  applicatkxis  at  a  very  affordable  pdce. 

The  Covox  Voice  Master  comes  complete  with  all  hardwareand  software 
for  only  Sfl9.96.  30  day  satisfaction  guarantee.  One  year  warranty.  (Add 
$4  shipping  ond  handling  for  USA.  S6  Canada.  $10  overseas.)  Availoble  for 
Commodore  64/128,  Apple  II,  11+,  lie,  lie.  Atari  8CX).  800XL  130  XE  (IBM  PC 
and  compatibles  version  avoikibie  soon).  Specify  wt>en  ordering.  Visa, 
fvlosteiCard  phone  oideis  accepted. 

Call  or  wtHo  today  for  FREE 
Covox  proauct  calolog  and  newslelfer 


comx  INC 


675-D  Conger  Street  •  Eugene,  Oregon  97402  •  U.SA 
Area  Code  (503)  342-1271  *  Telex  70iiO1 7  (Av  Alarm  UP) 


COMMODORE  MA3AZINE     115 


Coming  Attractions! 

Accolade 

Continued  from  pg.  72 

Tbrbo  to  the  classic  American 
Corvette.  The  object  of  the 
game  is  to  drive  your  vehicle 
on  a  tj'pical  mountain  road 
equipped  \nth  pot  holes,  fallen 
rock,  men  at  work,  slow  mov- 
ing bucks,  traffic  coming  fi-om 
the  other  direction,  etc.  lb  com- 
plicate matters,  "Smokies''  are 
watching  the  road  for  speeders, 
but  you  have  a  radar  detector 
to  monitor  their  activities.  A 
rear  view  miiTor  is  also  pro- 
vided. Teat  Drive  is  destined  to 
become  a  very  populai-  game 

If  you  enjoy  driving 
software  automobiles 
around  a  defined 
track,  Test  Drive w\\ 
give  you  the 
challenge  of  your  life. 

because  it's  fi-esh.  exciting  and 
simulates  more  of  the  actual 
featm-es  we  associate  with  i^ 
automobiles. 

Amiga:  The  Amiga  version  of 
Test  Drive  will  also  be  coming 
your  way  dming  the  third 
quarter  of  the  year. 

Acti\ision 

Continued  from  pg.  73 

their  boy  Ed  out  of  school  and 
all  thi'ee  of  them  vanished 
without  a  trace.  Many  people 
believe  the  family  simply 
moved  away,  but  local  gossip 
still  ciirulates  about  them  liv- 
ing in  the  old  mansion  on  the 
hill.  Oddly  enough,  teenagei-s 
have  started  disappearing  from 
the  town  in  i-ecent  months.  A 
beautiful  girl  named  Sandy 
has  now  been  abducted,  and 
her  boyfriend  Dave  ia  deter- 
mined to  find  her  As  Dave, 
youi-  fii'st  chore  consists  of  se- 
lecting two  young  companions 
from  a  list  of  six  to  help  you  ex- 
plore the  huge  house  where  Dr. 
Fi'ed  might  be  holding  Sandy 
prisoner  Maniac  Manaion  also 
exhibits  interesting  cell  anima- 


tion gi'aphics  (a  technique  com- 
monly used  by  professional 
cartoonists).  It  displays  all  the 

The  working  title  of 
the  project  is  Air 
Rally,  and  it's  similar 
in  many  respects  to 
being  a  Pole  Position 
or  Out  Run  game  of 
the  air. 

verbs  you  need  to  knov\'  on  the 
sci-een;  there  are  over  450  ob- 
jects in  the  building  to  work 
with,  and  the  house  itself  con- 
tains 55  diffei^ent  rooms  and 
areas  to  explore.  As  you  contin- 
ue to  play  the  game,  you  will 
discover  there  is  more  to  the 
plotline  than  merely  sa\'ing 
Sandy.  Something  comes 
streaking  down  across  the  sky 
early  in  the  adventure  and 
crashes  to  earth  somewhere  be- 
hind the  old  mansion.  If  you 
want  to  learn  more  about  this 
mysterious  ^itor  from  outer 
space  and  how  it  affects  the 
lives  of  Sandy's  rescue  team, 
purchase  a  copy  q^ Maniac 
Mansion  and  earn  the  right  to 
know  all  the  answei-s.  During 
this  same  time  period,  a  new 
Gamestai'  boxing  progi'am  v^ill 
also  be  intixxluced. 

Capconi  U.S.A.  Inc. 

Ciji)t!nM'dfrv7n  pg.  74 
I  have  to  make  quick  deci- 
sions, so  Trojan  was  right  up 
my  alley. 

Mai'k  November  on  your  cal- 
endar because  three  more  Cap- 
com  progi'ams  will  be  coming 
yom-  way.  Hat  Trick,  a  game  re- 
quiring quick  i-esponses  and 
instant  strategies,  telepotts  the 
user  into  the  world  of  profes- 
sional hockey.  Whether  you 
choose  to  play  the  computer  or 
a  close  friend,  Hat  Trick  deliv- 
ers a  powerfal  slap  shot  of  good 
old  fashioned  entertainment. 
Bionic  Commando  is  an  off- 
shoot of  the  popular  Comman- 
do coin-op  machine.  It  features 
a  G.I.  Joe  type  character  fight- 


ing a  one  man  war  against 
some  very  powerful  adversai"- 
ies.  Our  hero  has  an  advantage 
over  his  enemies,  however,  be- 
cause his  bionic  arm  can  fire 
bullets,  shoot  a  grappling  hook 
at  a  wall,  etc.  When  the  Bionic 
Man  isn't  around,  Bionic  Com  - 
mando  anives  to  save  the  day. 
Mini-Golf  is  another  miniature 
golf  game,  patterned  after  the 
Bally  coin-op  machine  of  the 
same  title.  Some  of  the  hazai-ds 
in  this  program  include  mov- 
ing gates,  swings  and  a  whirl- 
pool of  water  to  play  around. 
Even  though  the  golfer  only 
has  to  master  the  use  of  a  put- 
ter in  the  game,  Mini-Golf  pm- 
vides  a  unique  collection  of 
challenges  that  ai-en't  found  in 
regulation  golf 

Closing  out  the  yeai;  Street 
Football  ushers  in  a  new  ap- 
proach to  playing  the  classic. 

Hat  Trick,  a  game 
requiring  quick 
responses  and 
instant  strategies, 
teleports  the  user 
into  the  world  of 
professional  hockey. 

well-known  sport.  I  don't  have 
a  lot  of  infoiTnation  about  this 
product,  but  I  understand  guys 
from  the  other  team  can  come 
up  out  of  man  holes  to  tackle 
the  ball  canier  When  asked  to 
comment  about  future  Capcom 
products,  a  company  represen- 
tative said  there  will  definitely 
be  more  64  coin-op  machine 
translations  coming  in  1988. 

Data  East 

Continued  from  pg.  74 

Basically  you  have  to  scale  the 
bmning  building  and  rescue 
the  people  ti'apped  inside.  At- 
tention, members  of  the  Alien 
Blasters  Societ>':  Last  Mission 
is  a  new  progi'am  where  the 
player  becomes  the  pilot  of  a 
heavily  armed  star  fighter  His 
assignment  is  to  clear-  a  path  to 


the  enemy  star  base  and  termi- 
nate its  existence.  I  undei-stand 
this  game  requires  a  steady 
hand  on  the  joystick  and  a  lot 
of  strategy  when  it  comes  to  us- 
ing yom-  weapons  effectively. 
Four  more  aroade  game  ti- 
tles will  be  marketed  during 
the  final  quarter  of  the  year. 
Believe  it  or  not.  KidNiki, 

If  you've  seen  The 
Towering  Inferno, 
you  know  what  you're 
up  against  in  Fire 
Trap. 


Radical  Ninja  is  a  cool  modem 
day  faiiy  tale  come  to  life.  Kid 
Niki,  the  punk  swoitl  wielder  of 
the  communitj;  is  seai^ching 
for  his  spike-haired  girlfriend, 
presently  held  in  the  clutches 
of  the  infamous  Stone  Wizard. 
The  storyline  of  this  program  is 
awesome  and  Niki  swings  a 
mean  blade  whenever  he  con- 
fix)nts  an  enemy.  Join  the 
Data  East  Air  Force  and  Lock- 
On  to  a  unique  3D  game  play- 
ing experience.  Fly  the  un- 
friendly skies  in  yom' jet  fight- 
er, destroying  targets  on  land, 
at  sea,  and  in  the  air  Karnoue, 
the  fire  breathing  Russian, 
wants  to  locate  the  fabled  Trea- 
sure of  Babylon.  Standing  in 
his  way  ai-e  nine  levels  of  the 
most  unusual  foes  you've  ever 
seen.  Many  of  them  exist  in 
yourwoi-st  pre-historic  night- 
mare. Speed  Buggy,  on  the  oth- 
er hand,  is  a  tine  test  of  a  com- 
puter driver's  skill  and  endur- 
ance. The  player  earns  points 
by  mnning  into  flags  on  a  pre- 
selected com-se,  while  carefully 
avoiding  or  jumping  fallen 
trees,  rocks  and  other  obstacles. 

Datasoft 

Continued  [mm  pg.  74 
pertise  and  capabilities.  The 
mission  itself  requires  you  and 
your  people  to  rescue  human 
beings  fi-om  an  energy  manu- 
facturing plant  taken  over  by 
hostile  alien  life  foiTns.  You'd 
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better  bring  a  lot  of  ammuni- 
tion along  for  this  "Bug  hunt." 
Even  though  the  stor}-line 
might  sound  vaguely  familiar, 
Force  Secen  offere  several  dif- 
ferent types  of  aliens  to  com- 
bat, and  only  one  member  of 

7bma/?ai4//(  displays 
3D  ground  graphics 
and  carries  an 
arsenal  of  weapons 
including  rockets, 
guns,  and  laser- 
guided  anti-armour 
missiles. 

your  squad  can  explore  the 
plant  at  any  given  time.  You 
eould  almost  subtitle  this  pro- 
gram 'The  Magnificent  Seven 
Rambos  Meet  The  Aliens." 

Electronic  Ai-ts 
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portal  to  this  world  doesn't  ex- 
ist anymore.  While  all  this  is 
going  on,  seven  powerful  Shad- 
ow Lords  are  directing  an  inva- 
sion force  of  darkness  which 
may  destroy  civilization  as  we 
know  it  on  all  of  the  worlds. 
These  and  many  other  myster- 
ies will  test  your  powers  of  in- 
genuity as  you  explore  the 
eight  realms  of  Rainbow  Road. 
The  progi'am  also  has  a  list  of 
31  chai'acters  you  can  initially 
become  (many  of  them  ai-e  fe- 
male), excellent  detailed 
graphics,  sophisticated  com- 
puter companions  and  a  taste 
of  fantasy  reminiscent  of  the 
Tblkien  books.  In  short,  Rain- 
bow Road  is  a  re'freshing  new 
form  of  entertainment,  com- 
bining the  excitement  of  role 
playing  with  the  problem  solv- 
ing environment  of  adventm^e 
games.  I  expect  this  Chj-istmas 
release  to  be  one  of  the  most 
talked  about  programs  of  the 
holiday  season. 

64/128:  Commando  Rescue,  a 

working  title,  is  a  fast  action 
search  and  rescue  mission, 


where  youi"  goal  is  to  locate 
hostages  in  a  huge  building 
and  deal  with  the  terrorists 
holding  them  prisoner.  Yom- 
equipment  for  this  assignment 
are  grenades,  sticks  of  dyna- 
mite, a  pistol  and  a  jet  pack. 
Our  hero  can  also  go  up  and 
down  elevators  in  the  game, 
and  he  has  a  vaiiety  of  kaj-ate 
moves  saved  for  encounters 
with  human  foes.  The  building 
security  robots  don't  know  the 
good  guys  fipom  the  bad  guys  so 
shoot  them  on  sight.  You  can 
participate  in  this  anti-terror- 
ist campaign  sometime  during 
the  final  quarter  of  the  year. 

Coming  in  1988:  It's  hard  to  be- 
live  but  Chuck  Yeager,  the  leg- 
endcuy  American  test  pilot, 
can  give  you  private  flying  les- 
sons in  youi'  own  home.  Yes, 
Chuck  Yeager's  Advanced 
Flight  Simulator,  coming  out 
for  the  Amiga  and  64  systems 
during  the  fii-st  half  of  next 
year,  is  a  user  friendly  piece  of 
software  with  many  interesting 
features.  Fii-st  of  all  it  contains 
a  hangar  of  14  different  air- 
craft, ranging  fr-om  the  classic 
Sopwith  Camel  to  more  sophis- 
ticated models  like  the  Bell 
X-1.  The  program  contains 

With  Chuck  Yeager's 
Advanced  Flight 
Simulator,  you're 
ready  to  playfollow- 
the-leader  with 
General  Yeager 
through  an  obstacle 
course. 

three  fornis  of  instmction:  (1)  It 
teaches  fundamental  flying 
skills  like  taking  off,  landing, 
etc.,  (2)  The  more  advanced  pi- 
lot receives  in-air  gi-aphic  di- 
i"ections  for  performing  compH- 
cated  maneuver  like  aileron 
rolls  and  hammerhead  stalls 
and  (31  You're  now  i^ady  to 
play  follow-the-leader  with 
General  Yeager  through  a 


special  obstacle  course  at  high 
speed.  The  program  also  fea- 
tures an  air  race  where  the 
experienced  aviator  demon- 
strates the  skills  he  has 
learned  and  competes  against 
six  computer  pilots  at  full 
throttle.  Some  of  you  may  have 
noticed  by  now  that  the  Yeager 
simulator  doesn't  offer  any 
militaiy  combat  assignments. 
Late  next  year.  General  Chuck 
Yeager's  Air  Combat  Simulator 
will  be  available  for  both  the 
Amiga  and  64  computers.  One 
final  bit  of  news:  a  64  conver- 
sion oiEarl  Weaver  Baseball 
will  be  marketed  during  the 
early  months  of  1988. 

Epyx  Inc. 
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would  play  on  the  local  play- 
ground or  in  a  close  friend's 
backyard.  The  player  has  to  se- 
lect the  best  possible  team 
from  a  group  of  neighborhood 
kids.  Add  the  elements  of 
"round  ball"  to  the  scheme  of 
things,  and  Street  Sports  Bas- 
ketball will  definitely  be  a  hit 
among  young  and  old  alike. 
One  more  thing:  no  new 
Graphic  Scrapbook  diskettes 
will  be  put  on  the  market  this 
year.  Epyx  feels  the  current  li- 
brary is  too  new  to  waiTant  the 
release  of  additional  material 
at  this  time. 

Amiga:  Street  Sports  Basket- 
ball and  The  Omnicron  Con- 
spircuy  will  also  be  available 
for  Amiga  users  in  September. 
By  early  October,  the  16  bit 
version  oi  California  Games 
should  be  making  the  scene  in 
a  computer  store  near  you. 
California  Games  is  the  fifth 
installment  of  the  famous 
Epyx  "Games"  line,  and  it 
promises  to  be  something  very 
special.  The  events  in  the  pro- 
gram haven't  reached  Olympic 
status  yet  but  let's  face  it,  the 
public  has  fallen  in  love  with 
surfing,  BMX  bicycle  racing, 
skating,  fnsbee  throwing,  etc. 
So  put  on  your  favorite  Beach 
Boys  album,  grab  your  most 
reliable  joystick  and  journey  to 
the  land  of  fim  in  the  sun. 


Coming  in  1988:  Next  year,  the 
world  will  focus  its  attention  on 
the  Olympic  Games  taking 
place  in  South  Korea  and  Can- 
ada. Bob  Botch,  Vice  President 
of  Marketing  at  Epyx,  recently 
suggested  that  his  company 
was  making  plans  to  celebrate 
this  occasion  by  developing  a 
sixth  edition  of  their  popular 
"Games"  series.  The  program 
should  be  available  sometime 
next  Spring,  but  Bob  couldn't 
reveal  the  proposed  title  or 
subject  matter  of  the  product. 
Let's  just  say  it  won't  be  called 
"Presidential  Games." 

Firebird  Licenses  Inc. 
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adventure  which  will  once 
again  carry  you  off  to  the  mys- 
tical land  of  Kerovnia.  It's  in- 
teresting to  note  that  Guild 

Have  you  ever  wanted 
to  play  an  arcade 
game  before  it 
actually  comes  out 
on  a  coin-op 
machine? 


doesn't  conclude  the  story 
started  in  The  Pawn.  There 
may  be  more  sequels  coming 
your  way  in  the  near  fiiture. 

Knight  Ore  is  another  new 
graphic  adventure  game  with 
an  interesting  plotline.  You  are 
an  Orc,  a  race  persecuted  by 
human  beings  on  your  magical 
world  for  many  centuries.  Ores 
now  have  the  opportunity  to 
turn  the  tables  on  their  oppres- 
sors, and  you  are  in  the  thick  of 
things.  This  program  features 
a  1,000- word  vocabulary,  inter- 
esting graphics  and  a  twisted 
sense  of  humor. 

Other  64  programs  sched- 
uled for  release  later  this  year 
include  Golden  Path,  The  Ad- 
mnced  Art  Studio,  Druid  One, 
Reus  Plus,  Cholo,  Heartland 
and  ten  budget  diskettes,  each 
one  containing  two  different 
games.  Tkvo  additional  graphic 
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adventures  will  also  be  un- 
veiled to  the  public  before 
Chiistmas:  Jewels  of  Darkness 
and  Silicon  Dreams. 

Ami^a:  Guild  of  Thieves,  and 
Knight  Ore  will  also  be  surfac- 
ing in  Amiga  software  centers 
late  this  yeaj'. 

Cominjif  in  19SS:  Have  you  ever 
wanted  to  play  an  a]x:ade  game 
in  the  privacj'  of  your  computer 
room,  before  it  actually  comes 
out  on  a  coin-op  machine?  Fire- 
bird has  recently  negotiated  a 
deal  with  a  famous  Japanese 
game  company  where  you  will 
have  the  opportunity  to  play  64 
conversions  of  unreleased  coin- 
op  games  sometime  next  yeai'. 

With  the  Universal 
Military  Simulator, 
the  user  can 
reconstruct  any  land 
skirmish  known  to 
man. 


Three  titles  will  materialize 
out  of  this  arrangement  in 
1988.  Maitin  Davies,  the  presi- 
dent of  Firebird  Licensees  Inc., 
recently  mentioned  another 
new  project  called  Black  Lamp. 
He  wouldn't  shed  much  light 
on  the  subject,  except  that  it 
has  a  unique  concept  and  uses 
the  style  of  programming 
made  famous  by  Cinemaware. 
This  action  game  should  be  on 
the  market  for  64  and  Amiga 
users  sometime  duiing  the 
first  half  of  the  year.  Other  64 
scheduled  releases  for  eai-ly 
1988  are  Hyper  Bali  Kinetic 
and  Pandora.  Finally.  I  must 
tell  you  about  the  Universal 
Military  Simulator,  the  ulti- 
mate military  wai-  game  con- 
struction set,  where  the  user 
can  re-construct  any  land  skir- 
mish known  to  man.  These 
confrontations  can  include  his- 
torical battles  like  Gettysburg 
or  imaginaiy  encountere  where 
Cro-Magnon  men  with  clubs 


might  take  on  a  legion  of  Ro- 
man soldiers.  If  you  enjoyed  a 
specific  Star  Wars  land  battle, 
for  example,  use  the  progi-am 
to  input  the  teirain  data,  ar- 
mies, vehicles,  villages,  friend- 
ly inhabitants,  and  other  fac- 
toids, choose  whether  to  com- 
mand the  Empire  of  Rebel 
Forces,  and  knock  the  chip  off 
your  opponent's  shoulder.  You 
also  have  the  option  of  letting 
the  computer  fight  things  out 
logically.  This  impressive  sim- 
ulator can  generate  over  a  mil- 
lion random  maps  and  re-cre- 
ate any  specific  map  of  an  area. 
All  the  graphics  have  a  3D  ap- 
pearance, and  the  software  it- 
self was  designed  to  be  user 
fi-iendly  Data  disks  containing 
a  number  of  famous  battles 
will  be  developed  and  market- 
ed for  individuals  \vho  want  to 
command  the  ti-oops  but  don't 
have  the  time  to  input  all  the 
details,  The  progi-am  will  be 
available  for  64  and  Amiga 
generals  by  the  second  quarter 
of  1988. 

Infocom 
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The  unusual  Nord  and  Bert 
Couldn't  Make  Heads  or  Tails 
of  it  is  essentially  a  collection  of 
short  stories  where  two  cartoon 
characters  experience  some 
unique  problems  with  common 
words  and  phrases.  One  seg- 
ment of  the  program,  for  exam- 
ple, deals  with  cliches.  During 


Solve  the  new  series 
of  Zork-like  problems 
and  defeat  the 
monsters  met  in 
previous  Zork 
programs. 


this  segment  of  the  game  the 
user  must  put  the  cart  before 
the  hoi-se.  teach  an  old  dog  new 
tricks  and  perform  other  equal- 
ly bizaiTe  tasks.  This  package 
also  contains  an  unusual 
cai^toon  booklet  destined  to 


become  a  collector's  item. 

Tb  commemorate  the  tenth 
anniversary'  marking  the  re- 
lease of  the  oiiginal  Zork  pro- 
gram, Brian  Moriarty  has 
authored  the  long-awaited  Be- 
yond Zork  interactive  adven- 
ture game  (subtitled  'The 
Coconut  of  Quendor").  Basical- 
ly this  program  has  you 
searching  for  a  sacred  coconut 
which  can  give  its  owner  a  va- 
riety of  magical  powers.  The 
player  has  to  solve  a  new  series 
of  Zork-like  puzzles,  defeat 
some  monsters  he  has  met  in 
previous  Zork  progi-ams  and  do 
a  little  role  playing  on  the  side. 

.Amitra:  All  three  of  the  above 
titles  will  be  simultaneously 
released  for  the  64  and  Amiga 
computers. 

MicroProse 
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game.  The  F-15  simulation 
is  basically  an  air-to-air  superi- 
ority challenge  where  you  en- 
gage in  dog  fights,  finish  off 
your  foe,  bomb  a  specific  target 
and  fly  back  to  the  cairier  in 
one  piece.  Stealth  Fighters  are 
not  as  fast  nor  as  poweiiul  as 
the  F-15,  but  they  can  sneak 
into  an  area  without  l»ing  de- 
tected by  enemy  radar.  They're 
light,  quick  and  have  the  abili- 
ty to  photograph  enemy  terri- 
tory, while  canning  enough 
fire  power  to  get  themselves 
back  out.  Weapons  on  the  craft 
will  include  all  the  standard 
air-to-air  missiles  cun-ently  be- 
ing used  by  the  militaiy.  Seven 
or  eight  mission  scenatios  are 
being  planned  for  the  project, 
and  a  reconnaissance  flight 
over  the  Soviet  rocket  center  in 
the  southwest  region  of  the 
Uki-aine  is  presently  in  the 
works.  By  the  way.  Project 
Stealth  Fighter  isn't  patterned 
after  one  pailiculai'  airci'aft.  be- 
cau.se  the  Air  Force  won't  ac- 
knowledge that  planes  of  this 
nature  actually  exist. 

The  MicroPi-ose  develop- 
ment team  is  currently  finish- 
ing A  I'rtorne  Ranger  for  the  64. 
This  progi'am  points  the  com- 
pany in  a  totally  new  direction 


because  it  contains  an  arcade 
game  foiTnat,  the  typical  Mi- 
croProse simulation  approach 
and  a  rare  opportunity  to  bring 
the  U.S.  Army  into  one  of  their 
projects.  In  Airborne  Ranger 
you  pai-achute  behind  enemy 
lines  to  knock  out  two  targets 
in  a  military  zone.  Your  weap- 
ons for  this  assignment  include 
LAWS  Rockets,  hand  gi'enades 
and  a  submachine  gun.  The 

A  new  game,  based 
on  Tom  Clancy's 
popular  book  Red 
Storm  Rising,  will  be 
in  computer  stores 
shortly  before 
Christmas. 


i-ules  for  this  game  are  quite 
simple.  Use  all  youi'  weapons 
sparingly  because  you  only 
have  access  to  what  you  are 
carrjing.  Yom*  prime  goal  is  to 
"E  and  E"  (escape  and  evade). 
Avoid  contact  with  enemy 
forces  as  much  as  possible  and 
crawl  through  areas  to  prevent 
detection  at  times.  The  ranger 
can  also  move  in  eight  different 
dii-ections  and  has  the  ability 
to  nin  when  necessary,  but  a 
fatigue  factor  restricts  his  ac- 
ti\ities  during  a  mission. 
There  are  presently  three  sce- 
narios being  developed  for  the 
project:  (Da  scmb  biiish  desert 
assignment,  (2)  an  airfield  mis- 
sion, and  (3)  a  western  Europe 
challenge. 

One  final  note.  A  new  game, 
based  on  Tbm  Clancy's  popular 
book  Red  Storm  Rising,  will  be 
in  computer  stores  shortly  be- 
fore Christmas.  Major  Bill 
wouldn't  officially  comment  on 
the  subject,  but  he  did  tell  me 
the  basic  stoiyline  of  the 
manuscript.  Red  Storm  Rising 
tells  the  story  of  a  proposed 
rapid  Russian  militaiy  take- 
over of  Western  Em-ope,  where 
the  U.S.  wouldn't  be  able  to 
mobilize  quickly  enough  to 
stop  the  attack.  Eveiything 
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seemed  reasonable  enough  on 
paper,  so  the  Sovdets  initiated 
this  grand  offensive.  Once  that 
takes  place,  the  situation  In- 
comes so  tximplex  in  the  book 
that  the  author  used  five  sepa- 
rate plot  lines  to  record  the 
downfall  of  this  bold  action.  Mi- 
croProse  is  using  three  of  these 
mini-stories  as  the  basis  for 
iheirRed  Storm  Rising  game. 

Coniinf!:  in  1^^:  Airborne 
Ranger  will  be  dropping  in  on 
Amiga  owners  sometime  next 
Spring. 

Ori^n  Systems  Inc. 
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passage  of  time,  and  the  astro- 
nomical movements  of  the  sun, 
moon,  and  planets  are  also  tak- 
en care  of.  The  underworld  por- 
tion of  the  program  is  equal  in 


Space  Rogue  takes 
fantasy  role-playing 
individuals  into  the 
infinite  void  of  outer 
space. 


size  to  the  entire  realm  of  Bri- 
tannia. If  these  features  aren't 
enough  to  capture  your  inter- 
est, I  should  tell  you  that  the 
citizens  of  each  town  get  up  in 
the  morning,  eat  lunch,  work, 
go  to  bed  at  night,  etc.  In  con- 
clusion, Ultima^  5  is  a  unique 
program  with  more  detailed 
graphics  than  its  predecessors, 
a  selection  of  new  sound  effects 
(waterfalls,  clocks  ticking, 
bards  playing  instruments, 
etc.),  and  all  of  this  software 
magic  will  occupy  eight  disk 
sides. 

Coming  in  1988:  During  the 
early  days  of  1988,  two  new 
role-playing  programs  will  be 
introduced  to  the  public.  2400 
AD.  takes  place  in  a  futuristic 
society  where  robots  rule  their 
human  creators.  You  are  a  con- 
cerned citizen  wanting  to  bring 
about  a  change  in  this  situa- 
tion. Your  first  task  involves 


de-activating  your  mechanical 
masters.  Once  that  has  been 
accomplished,  break  out  of  the 
domed  city  and  live  the  life  of  a 
free  man.  Another  new  prod- 
uct, Space  Rogue,  takes  fanta- 
sy role-playing  individuals  into 
the  infinite  void  of  outer  space. 
Febi-uary  is  the  scheduled  re- 
lease date  for  Second  Season 
Basketball.  This  program  dares 
you  to  become  the  coach  of  a 
professional  basketball  team. 
Evaluate  player  statistics  as 
you  select  a  starting  lineup  for 
each  game,  design  your  own 
strategies,  make  substitutions, 
and  take  your  team  to  the  top 
of  the  heap.  Other  titles  com- 
ing your  way  in  1988  include; 
The  Undead  (a  working  title 
that  may  be  changed  to  Dra- 
ada,  Prince  of  Darkness),  Moe- 
biiis  2,  and  Auto-Duel  2.  All  of 
these  programs  will  be  released 
for  the  64  and  possibly  for  the 
Amiga  at  a  later  date. 

Sharedata 

Cuntinuedfrompg.  7.5 

Jeopardy!  data  disks  for  the 
education  industiy,  Later  in 
the  year  game  show  enthusi- 
asts will  have  the  opportunity 
to  purchase  The  Price  is  Right 
and  Name  That  Time.  Addi- 
tional data  disks  for  these  pro- 
grams will  follow  their  release. 
The  company  has  also  been 
doing  some  work  with  Walt 
Disney  Productions.  They  are 

Game  show 
enthusiasts  will  have 
the  opportunity  to 
purchase  The  Price 
Is  Right  Bn6  Name 
That  Tune. 


presently  completing  a  series 
of  eight  games  based  on  fam- 
ous Disney  theme  park  rides 
and  movies.  By  the  time  you 
read  this  article,  one  or  two  of 
these  titles  should  already  be 
on  the  market,  with  the  re- 
maining programs  coming  out 


before  November  The  Cluise 
on  Tom  Sawyer's  Island  is  a 
,  ten-level  action  ganie  where 
Tbm  cautiously  picks  up  ber- 
ries while  being  pursued  by 
Aunt  Polly,  Lijin  Joe  and  a 
i  bear.  Mountain  climbing  is  a 
:  unique  sport,  and  Matterhorn 
I  Screamer  challenges  you  to 


Big  Thunder 
Mountain  is  a 
mining  venture 
yielding  large 
quantities  of  gold. 


take  control  of  Goofy's  move- 
ments as  he  climbs  to  the  sum- 
mit of  this  famous  peak.  Brace 
the  dangers  of  darkest  Afi"ica 
on  a  Jungle  Cruise  down  a  slow 
moving  river,  as  you  gather 
diamonds  along  the  way  and 
deal  with  problems  generated 
by  hostile  wildlife  and  primi- 
tive natives.  Big  Thunder 
Mountain  is  a  mining  venture 
yielding  large  quantities  of 
gold,  lb  do  well  in  the  game, 
the  miner  must  collect  the  pre- 
cious metal  from  three  levels  of 
tunnels  and  transport  it  to  the 
bank  faster  than  the  local  ban- 
dits can  steal  it.  Fans  oiThe 
Black  Hole  mo\ie  can  partici- 
pate in  a  robot  duel,  Space 
Mountain,  based  on  the  very 
popular  theme  pai"k  ride,  and 
Herbie  The  Love  Bug  dares  you 
to  take  him  out  for  a  spin.  A  fi- 
nal title,  The  Sword  in  The 
Stone,  is  a  graphic  text  adven- 
ture requiring  the  eager  young 
squire  to  perfoim  a  selection  of 
difficult  tasks.  Completion  of 
these  chores  entitles  you  to 
pull  the  sword  from  the  stone 
and  become  the  rightfiil  king 
of  England.  All  eight  of  these 
titles  are  budget  priced  and  ex- 
hibit the  quaJitj'  associated 
with  the  Disney  name. 

Coming  in  1988:  Softie,  the  cre- 
ator of  the  TV  game  show  pro- 
grams, presently  owns  the  soft- 
,  ware  Hcensing  rights  to  Pass- 
j  word.  Card  Sharks  and  Con- 


centration. These  titles  should 
be  surfacing  for  64  contestants 
sometime  during  the  first  two 
quarters  of  the  year.  There  will 
also  be  several  product  releases 
in  1988  based  on  Bud  Chap- 
man's infamous  18  hole  golf 
course  paintings.  These  holes 
are  so  ingeniously  designed 
that  it  would  be  impo^ible  to 
play  them  in  the  real  world, 
but  they  can  exist  in  all  their 
gloiy  on  a  computer,  lb  give 
you  an  idea  of  what  I  am  talk- 
ing about,  one  painting  has  the 
golfer  teeing  off  across  the 
Grand  Canyon,  while  another 
masterpiece  displays  a  beach 
scene,  where  the  player  has  to 
time  each  shot  to  avoid  the  in- 
coming waves.  This  type  of  golf 
program  should  be  f\in  and 
very  challenging  because  every 
hole  has  a  different  set  of  rales 
and  conditions, 

Sublogic  Corpordtion 
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new  one  containing  much  of 
Southern  EuiBpe,  Northern 
France,  and  West  Gennany.  It 
will  be  ready  for  shipment  by 
September. 

Stealth  Mission  w\\ 
be  compatible  with 
the  present  line  of 
Sublogic  Scenery 
Disks,  and  a  special 
set  of  mission  disks 
are  also  being 
developed  for  the 
product. 


.\miga:  September  is  also  the 
debut  month  for  Jet  2.  This 
simulation  features  a  new 
cockpit  design,  a  better  selec- 
tion of  sounds,  and  filled 
ground  objects  containing  more 
details.  Jet  2  also  offei-s  the  pi- 
lot a  selection  of  dog  fight  and 
target  strike  scenarios,  while 
being  compatible  with  existing 
Sublogic  Scenery  Disks. 
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:POKE    F+I,0:NEXT' lAIK 
50    FOR    1=32    TO    64:POKE    T+I,I:NEXT 

:POKE    T+13,13:POKE    T+20,8'KYSM 
60    FOR    1=65    TO    90:POKE    T+I,I+32 

:POKE    T+I+128, I :NEXT' KVEN 
70    FOR    1=91    TO    95:POKE    T+I,I:NEXT 

:POKE    T+146,16:POKE    T+133 , 16 ' KCEP 
80    FOR    1=0    TO    255:K=PEEK(T+I) 

:IF    KO0    THEN    POKE    F  +  K,I 

:POKE  F+K+128,I ' PBMT 
90  NEXT:FOR  1=0  TO  31:P0KE  T+I,I:NEXT 

:POKE  T+20,8:SYS  ML'KUPP 
100  PRINT: PRINT"  TO  ACCESS  TERMINAL, 

PRESS  CTRL-A"'CBCF 
110  PRINT: PRINT"  TO  DEACTIVATE, 

PRESS  RUN-STOP/RESTORE" 'CBEH 
120  PRINTrPRINT"  TO  RESTART, 
SYS  49152"'CBUD 

1000  DATA  32,78,195,73,78,83,84,55,78, 
84, 32, 84, 69, 82, 77, 33 'BXDC 

1001  DATA  13,0,120,173,20,3,141,29, 
197, 17 3, 21, 3, 14 1,30, 197, 169 'BCWE 

1002  DATA  48,141,20,3,169,192,141,21, 
3, 169, 0,141, 22, 197, 88, 96 'BBUF 

1003  DATA  173,141,2,201,4,208,15,165, 
197, 20 1,10, 208, 9, 17 3, 22, 197 'BEDG 

1004  DATA  240,7,169,255,133,204,108, 
29,197,169,255,141,22,197,32, 
231'BIUI 

1005  DATA  255,169,0,133,212,173,134,2, 
14 1,26, 197, 173, 32, 208, 141, 27 'BGAJ 

1006  DATA  197,173,33,208,141,28,197, 
173,24,208,141,31,197,17  3,17, 
208'BIXK 

1007  DATA  141,32,197,173,22,208,141, 
33,197,173,21,208,141,34,197, 
173'BIKL 

1008  DATA  0,221,141,35,197,173,136,2, 
141,3  6,197,120,162,0, 181,0'BDRL 

1009  DATA  157,0,164,189,0,216,157,0, 

16  5, 189,  0,2 17, 157,  0,166,  189 'BDCiM 

1010  DATA  0,218,157,0,167,189,0,219, 
157, 0,168, 2 32, 208, 224, 88, 169 'BEAF 

1011  DATA  54,133,1,76,42,193,173,2, 
221, 9, 3, 14 1,2, 221, 96, 162' BY JE 

1012  DATA  0,189,0,165,157,0,216,189,0, 
166, 157, 0,217, 189, 0,16 7 'BBVG 

1013  DATA  157,0,218,189,0,168,157,0, 
219,232,208,229,162,255,189, 
0'BFUI 

1014  DATA  164,149,0,202,208,248,88, 

17  3,26,197,141,134,2,173,27, 
197'BGAJ 

1015  DATA  141,32,208,173,28,197,141, 
33,208,173,31,197,141,24,208, 
173'BIJK 

1016  DATA  32,197,141,17,208,173,33, 
19/, 141, 22, 208, 173, 34, 197, 141, 
21'BHJL 

1017  DATA  208,32,182,192,173,35,197, 
141,0,221,173,36,197,141,136, 
2'BGHM 

1013  DATA  169,0,141,22,197,133,198,76, 
188, 254, 169, 0,14 1,21, 197, 141 'BGYN 


1019 
1020 
1021 

1022 
1023 

1024 
1025 
1026 
1027 
1028 
1029 
1030 
1031 
1032 
1033 
1034 

1035 
1036 
1037 
1038 

1039 

1040 
1041 
1042 
1043 

1044 

1045 

1046 


DATA  16,197,141 

169,6,141,32,20 

DATA  141,15,197 

141,0,221,169,2 

DATA  169,200,14 

141,24,208,169, 

169'BJDH 

DATA  1,141,134, 

255,162,1,160,1 

DATA  255,32,78, 

65,78,84,32,116 

DATA  0,162,3,16 
255,32,78,195,6 

DATA  5,160,15,2 
78,195,98,79,66 

DATA  68,65,68,6 
0,32,78,195,42, 

DATA  32,112,82, 
45,45,42,13,13, 
DATA  78,195,49, 
58,32,51,48,48, 

DATA  32,78,195, 
80,76,69,88,58, 
DATA  76,76,13,0 
32,112,65,82,73 
DATA  58,32,111, 
195,52,46,32,11 
DATA  68,83,73,9 
0,32,78,195,53, 

DATA  115,84,79, 
32,49,13,13,0,3 
DATA  195,32,97, 
80,82,69,83,69, 


,138,2,141,21,208, 

8,141,33,208 'BFXO 

,32,182,192,169,5, 

7,141,17,208'BFHG 

1,22,208,169,135, 

160,141,136,2, 

2,169,147,32,210, 
4,24,32,240'BDIH 
195,105,78,83,84, 
,69,82,77'BBOI 

0,19,24,32,240, 
6,89,0,i62'BAQJ 

4,32,240,255,32, 

,32,107,79'BBOK 

9,75,13,13,13,13, 

45,45'BWNK 

69,83,69,84,83,32, 

0,32'BWWL 

46,32,98,65,85,68, 

13,0' BWMM 

50,46,32,100,85, 

32,102,e5'BAPO 

,32,78,195,51,46, 
,84,89'BXUF 

70,70,13,0,32,78, 
9,79,82'ByBG 
0,69,58,32,56,13, 
46,32'BWWH 

80,66,73,84,83,58, 
2,78 'BWTI 

67,67,69,80,84,32, 

84,83'BXEJ 


DATA  6  3,32,40 
110,41,0,162, 
DATA  32,240,2 
45,116,79,32, 
DATA  32,84,69 
0,32,228,255, 
DATA  136,208, 
240,7,201,78, 
DATA  196,169, 
78,195,102,51 
71'BFBQ 

DATA  76,69,32 
32,32,32,32,1 
DATA  114,69,8 
32,109,69,78, 
DATA  169,13,3 
15,160,197,32 
DATA  162,2,16 
192,255,162,1 
248'BHJL 
DATA  132,250, 
169,0,32,210, 
162'BGHM 
DATA  5,32,198 
32,204,255,10 
185'BGJN 
DATA  37,197,3 


,121,32,79,82,32, 
23,160,10,24'BAEL 

55,32,78,195,102,55, 
101,120,105,116'BGUN 
,82,77,73,78,65,76, 
240,251,201'BBJN 

3,76,191,192,201,89, 
208,236,32,53'BEVO 

147,32,210,255,32, 

,45,116,79,71, 

,68,85,80,76,69,88, 

02,53,45'BXWG 

4,85,82,78,32,84,79, 

85,13,0'BXLH 

2,48,195,169,2,162, 

,189,255,169,5'BEMK 

0,3,32,186,255,32, 

69,160,170,134, 

162,5,32,201,255, 

255,32,204,255, 

,255,32,228,255,72, 

4,240,10,168, 

2,48,195,76,204,194, 
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32,228,255,240,223,201,135, 
208'BITO 

1047  DATA  8,169,5,32,195,255,76,42, 
193,201,134,208,11,17  3,21, 
197'BEYO 

1048  DATA  73,255,141,21,197,76,204, 
194,201,14  7,208,6,32,48,195, 
76'BFBQ 

1049  DATA  204,194,163,162,5,32,201, 
255,185,37,198,16  8,32,210,255, 
32'BHQR 

1050  DATA  204,255,173,21,197,240,165, 
185,37,197,32,48,195,76,204, 
194'BILJ 

1051  DATA  201,13,208,8,164,211,169,32, 
145,209,169,13,32,210,255, 
169"BHDK 

1052  DATA  0,133,212,169,164,32,210, 
255,169,157,32,210,255,96,104, 
133'BIXL 

1053  DATA  251,104,133,252,208,3,32, 
210,255,160,0,230,251,208,2, 
230'BGQM 

1054  DATA  252,177,251,208,241,165,252, 
7  2,16  5,251,72,96,147,115,101, 
108'BKGO 

1055  DATA  101,99,116,13,13,98,65,85, 
68, 32, 114, 65, 84, 69, 13, 32 'BAJN 

1056  DATA  49,46,32,51,48,48,13,32,50, 
4  6,32,49,50,48,4  8,0'BVDb] 

1057  DATA  19,13,13,119,79,32,68,32,76, 
69, 78, 7 1,84, 72, 13, 32 'BXAO 

1058  DATA  49,46,32,56,32,98,73,84,83, 
13,32,50,46,32,55,32'BWKP 

1059  DATA  98,73,84,83,0,19,13,13,115, 
8 4,  79, 80, 32, 98, 73, 84 'BWCQ 

1060  DATA  83,32,32,13,32,49,46,32,49, 
32,  98,  73, 84, 32, 13, 32 'BWE I 

1061  DATA  50,46,32,50,32,98,73,84,83, 

0, 19, 13, 13, 100, 85, 80 'BWR J 

1062  DATA  76,69,88,32,32,32,13,32,49, 
46, 32, 102, 85, 76, 76, 32 'BXNK 

1063  DATA  32,13,32,50,46,32,104,65,76, 
70, 32, 32, 0,19, 13, 13 "BWUL 

-1064  DATA  112,65,82,73,84,89,13,32,49, 
4  6,32,111,70,70, 32,13 'BYUM 

1065  DATA  32,50,46,32,111,68,68,32,13, 
32,  51, 46, 32, 101, 86, 69 'BYPN 

1066  DATA  78,13,32,52,46,32,109,65,82, 
75, 13, 32, 53, 46, 32, 115 'BYVO 

1067  DATA  80,65,67,69,0,162,6,169,0, 
157, 15, 197, 202, 16, 250, 160 'BBWQ 

1068  DATA  0,185,108,195,240,6,32,210, 
2  55,200,208,24  5,32,228,255, 
240'BHSS 

1069  DATA  251,162,6,201,49,240,6,201, 
50, 208, 24 1,162, 8, 142, 15, 197 'BEAS 

1070  DATA  160,0,185,144,195,240,6,32, 
210,25  5,200,208,24  5,32,228, 


255'BHTL 

1071  DATA  240,251,201,49,240,9,201,50, 
208,24  3,169,32,141,18,197, 
160'BHWM 

1072  DATA  0,185,181,195,240,6,32,210, 
255,200,20  8,24  5,32,228,255, 
240'BHTN 

1073  DATA  251,201,49,240,9,201,50,208, 
243, 169, 128, 14 1,17, 197, 160, 0'BGXO 

1074  DATA  185,218,195,240,6,32,210, 
255,200,208,24  5,32,228,255,240, 
251'BJYP 

1075  DATA  201,49,240,14,201,50,208, 
24  3,169,16,141,19,197,169,255, 
141'BIHQ 

1076  DATA  21,197,160,0,185,253,195, 
240,6,32,210,25  5,200,208,24  5, 
32'BGSR 

1077  DATA  228,255,240,251,201,49,240, 
27,16  2,32,201,50,240,18,162, 
96'BHUS 

1078  DATA  201,51,240,12,162,160,201, 
52,240,6,162,224,201,53,208, 
223'BHQT 

1079  DATA  142,20,197,173,15,197,24, 
109,18,19  7,24,109,17,197,141, 
15'BGWU 

1080  DATA  197,169,0,24,109,19,197,24, 
109, 20, 197, 141, 16, 197, 96, 6 'BDQL 

END 


Businesses  Need  An  Edge! 

Commodore  Computer  Owners 
Have  One. . . 


^Serial  Boxs 

64  K  SERIAL  PORT  PRINT  BUFFER 

A  SERIAL  BOX  lets  you  print  one  job 
while  you  are  working  on  another. 

No  Waiting . .  .  More  Computing... 
IVIore  Output.  .  .Good  Business. 

ONLY  *QQ^^{suggested  list  price) 
You  can  dump  15  pages  of  text  in  2  V2  minutes 


GEOS™  COMPATIBLE 


DeaEer  Inqulrlfls  Rflquesied. 


CALL  1-B0Q-229-7264  FOH  ORDERS  ANO  INFORMATION 
IN  PENNSYLVANIA  CALL  <J1S)  499-7475  OR  WRITE; 

R.  J.  Brachman  Associates,  Inc. 

P.O.  Box  1077    Havertown,  PA  19083 


R3r«lgn  shlfiplng  ind  handling:  CaradaJMeilca  add  S5.00: 

all  Diheri  add  S10.00. 

VISA,  MC.  Check  or  Money  Ordan  acceptad.  COD.  add  «.50 

PA  realdenta  add  6*»  (PLEASE  ALLOW  4  TO  6  WEEKS  FOB  DELIVERY) 


'FONT  FACTORY  I.,  ronidsttgn  utility  pnjgrim 


PrIctB  tubjacl  to  chinge  without  notice. 
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Continued  from  pg.  18 

your  program  for  speech,  the  printer  or  any  of  the  specialized  LI- 
BRAEY  functions. 
Tim  Jones 
Deltona,  FL 


MODEM  support  from  AmigaBASIC:  If  you  are  using  the 
COM:  device  to  talk  to  a  MODEM  in  AmigaBASIC  and  wish  to 
be  able  to  change  BAUD  rates  without  killing  a  connection  (as 
some  BBS's  will  automatically  drop  to  the  next  lowest  speed  if 
the  error. rate  gets  too  high),  you  can  open  a  new  channel  to  the 
COM:  device  without  having  to  close  the  pie\iously  opened  one. 
The  COM:  device  is  the  only  device  that  will  not  return  a  FILE 
IN  USE  type  of  en-or  if  you  open  more  than  one  channel  to  it.  Tb 
keep  things  simple,  I  use  a  variable  to  keep  track  of  what  num- 
ber I  am  using  and  increment  it  when  I  need  to  change  BAUD, 
PAKITYor  the  number  of  STOP  BITS.  Then,  when  I  exit.  I  use  a 
FOR  -  NEXT  loop  to  be  sure  all  of  channels  ai^e  closed.  If  I  stail 
out  with  the  Port  at  100,  and  increment  it  4  times,  I  would  close 
channels  100  - 103  like  this: 


FORX  =  100  TO  Port 

CLOSE  X 
NEXTX 

I  realize  that  this  isn't  absolutely  i-equii-ed  as  AmigaBASIC  is 
SUPPOSED  to  close  all  channels  when  you  exit  yom'  program, 
but  I  have  found  that  I  start  losing  hunks  of  memorj'  if  I  don't 
close  them  myself. 
Tim  Jones 
Deltona,  FL 

Wliat  goes  into  a  MountList  file:  If  you  are  using  a  hard  disk  or 
one  of  the  new  devices  that  requires  an  entrj'  in  the  MountList 
before  it  is  usable,  here  are  what  those  entiies  mean: 

DHO:  Device  =  hai-ddisk.device 

This  is  two  things:  First,  it's  the  name  that  you  will  use  to 
access  the  deNice;  DHO:  here.  Secondl}',  it  tells  the  system 
the  name  of  the  device  driver  that  came  \vith  the  device 
you  will  be  mounting.  You  should  pay  attention  to  upper 
and  lower  case.  The  system  will  expect  to  find  the  device 
driver  file  in  the  SYS:Devs''  diiiectoiy  (where  the  Mount- 
List  is  sdso  found  I. 

Unit  =  1 

This  tells  the  MOUNT  command  which  (if  more  than 
one)  device  this  particular  entiy  applies  to.  The  device 
numbering  should  be  included  with  the  device  instiiic- 
tions. 

Flags  =  0 

This  is  here  to  allow  any  flag  bits  that  the  device  may  re- 
quire to  be  set.  More  information  should  be  included  with 
the  actual  device. 

Surfaces  =  4 

This  tells  the  MOUNT  command  how  many  physical  sur- 
faces will  be  involved  with  the  device.  It  is  usually  the 
same  as  the  number  of  heads  in  a  disk  device.  For  a  flop- 
py this  would  be  2, 


BlocksPeiTrack  =  17 

How  many  blocks  or  sectors  can  be  found  on  a  given 
track  or  cylinder.  Used  mainly  for  disks  and  pseudo- 
disks. 

Reserved  =  1 

How  many  blocks  or  sectoi-s  are  resei-ved  for  use  by  the 
hai-dwai'e  of  a  disk. 

Interleave  =  0 

Interleave  is  useful  when  formatting  a  hai'd  disk  (I  am 
unsui-e  how  this  would  be  used  with  other  devices)  to  al- 
low for  variations  in  the  manner  data  is  transmitted  to 
the  device. 

LowCyl  =  0  ;  HighCyl  =  292 

This  tells  the  MOUNT  command  how  many  sequentially 
numbered  cylindere  or  tracks  belong  to  the  device.  It  is 
dii-ectly  related  to  Surfaces  and  BlocksPeiTVack  on  a  disk 
device. 

Buffers  =  5 

This  tells  the  system  how  many  51 2K  Bjiie  hunks  to  set 
aside  when  the  device  is  mounted  for  caching  data  that  is 
transmitted  in  fitim  or  out  to  the  device.  You  may  change 
this  in  the  CLI  by  using  the  ADDBUFFERS  command. 

BufMemType  =  0 

This  tells  the  system  what  type  of  memoiy  is  required  for 
the  buffer.  The  types  of  memorj'  are: 
CHIP  =  0 
FAST=  1 
CLEAR  =  65535 
You  may  use  CHIP  or  FAST,  but  not  both,  and  may 
specify  CLEAR  in  conjunction  with  either. 
# 

The  #  indicates  the  end  of  this  enhy  in  the  MountList.  A 
MountList  may  contain  as  many  entries  as  necessaiy  providing 
they  are  separated  by  this  symbol. 

Tim  Jones 
Deltona,  FL 


Unprotect  AmigaBASIC:  If  you  have  been  playing  around  with 
the  various  methods  of  saving  files  in  AmigaBASIC,  you  have, 
no  doubt,  found  the  ,p  option.  This  option  allows  you  to  protect 
youi-  file  thus  making  unlistable  or  editable.  There  is  one  minor 
problem  with  it  however,  if  you  save  a  file  that  you  do  not  have  a 
backup  of,  you've  lost  it  (for  editing,  that  is)  forever.  Having  lost 
one  installment  of  my  tutorial  series  to  a  foolish  demonstration 
of  this  feature,  I  set  out  on  a  long  and  tedious  journey  through 
the  various  BBS's  and  elect!t)nic  networks.  I  finally  found  a  fix 
to  this  situation  on  People  Link. 

We've  decided  not  to  list  the  actual  patches  here  because  it  de- 
feats a  significant  protection  scheme  for  many  BASIC  program- 
mei-s.  If  you  have  a  need  for  this  information,  mite  to  this  col- 
umn cai'e  of  the  above  addt^ess  and  we  will  get  the  infoimation 
out  to  you. 

One  thing  1  would  like  to  add,  if  you  plan  on  using  this  patch 
to  crack  another  pei-son's  progi'am,  please  don't.  They  protected 
it  for  a  reason.  If  you  are  really  interested  in  their  code,  you 
could  probably  get  it  firom  them  by  simply  asking  for  it. 

Tim  Jones 

Deltona,  FL  (with  thanks  to  the  PLink  gang!  I  g 
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Law/Ttie  Law  of  Privacy 

Continued  from  pj<.  64 

tution  also  charges  Congress  with  the  re- 
sponsibility for  regulating  commerce.  The 
Commerce  Clause  for  interstate  com- 
merce provides  ample  authority  for  BBS 
legislation. 

The  home,  in  short,  is  the 
key  — off-limits  to  the 
Intrusive  arm  of  government. 
And  no  less  off-limits  when 
using  a  computer  at  home. 

The  law  of  privacy  has  always  been  a 
contradiction  in  terms  of  a  sort,  and  the 
development  of  BBS's  only  highlights  the 
point.  We  want  legislation  to  protect  our 
privacy  from  others:  ci^edit  card  informa- 
tion, corporate  data,  for  example.  Yet  we 
also  want  government  not  to  go  too  far: 
not  to  legislate  as  an  excuse  for  its  own 
snooping.  To  a  certain  degree,  the  law  of 
privacy  and  privacy  legislation  have  al- 
ways been  "walking  the  tightrope,"  Elec- 
tronic information  only  accentuates  the 
problem. 

Perhaps,  however,  electronic  informa- 
tion has  a  different  possibility  for  surpass- 
ing the  constitutional  hurdle.  As  McCoy 
explains: 

"Commentators  have  suggested  that 
improved  security  systems  for  computer 
bulletin  boards  could  alleviate  some  of  the 
proposed  statutes'  ill  effects.  With  im- 
proved software  mechanisms  to  screen 
bulletin  boai-d  postings  (e.g.  preventing 
certain  distasteful  words  from  being  post- 
ed, or  requiring  ever}'  user  to  identify  a 
message  by  his  name  and  verifiable  tele- 
phone number),  the  chilling  effect  of  any 
such  laws  could  be  counteracted." 

Naturally,  high  tech  alone  will  not  pro- 
vide a  cure.  For  each  step  will  eventually 
be  bypassed  by  the  high-tech  criminal. 
But  at  least  in  "walking  the  electronic  and 
constitutional  tightrope,"  legislatures  will 
not  be  alone. 

"What  we  need  are  some  cases  to  get  us 
started,"  adds  Millstein.  How  true.  Walk- 
ing a  tightrope  takes  years  of  training  and 
experience,  but  so  far  not  a  single  law 
case.  High  tech  moves  so  fast,  the  law  so 
slowly.  For  the  moment  we  are  walking 
the  privacy  tightrope  blindfolded  —  and 
without  a  net. 

"Our  only  hope  for  now  is  the  ethics  of 
those  who  run  BBS,"  says  McCoy  Some 
solace,  but  not  much  for  those  who  are 
realistic.  9 
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then  print  a  CR  and  go  to  line  120 
to  start  the  next  director)^  line. 
160  The  directory  byte  was  not  null,  so 
print  it  and  go  to  line  150  to  fetch 
the  next  byte  of  the  logical 
directory. 

Using  the  same  method,  you  can  get 
just  the  first  and  last  lines  of  a  directory, 
the  header  and  blocks  free  message,  lb  do 
this,  add  an  extra  colon  to  line  100: 

100  OPEN  2,8,96,"$0:" 
The  rest  of  the  routine  is  the  same.  This 


will  print  just  the  first  and  last  lines  of  the 
directoiy 

The  1581  disk  drive  is  the  latest  release 
in  a  new  line  of  peripherals  for  the  128 
and  64.  Other  recent  products  include  the 
1351  Mouse,  the  the  1750  and  1764  RAM 
expanders,  and  the  CBM  1200  printer 
Coming  soon  will  be  new  versions  of 
GEOS  and  CP/M  that  support  the  1581 
disk  drive  and  sophisticated  RAM-disk 
software  for  both  the  64  and  128.  The  ex- 
tra power  and  capacity  of  these  new  pnxl- 
ucts  will  keep  yom-  Commodore  system 
working  for  you  for  years  to  come. 


RAM  Memory 

1581  RAM  1541  RAM 


$0000 

Zero  page,  job  queue 

$0000 

Zera  page  jd)  queue 

$0100 

Stack 

$0100 

Stack 

$0200 

Vtok  area,  variables 

$0200 

Vtork  area,  variables 

$0300-09F 

Data  buffers  (0  thru  6) 

$0300-06FF 

Data  buffers©  thru 

$0A00-0BFF 

BAM  buffers  (7  and  8) 

$0700-07F 

BAM  buffer  (4) 

$OCOO-$1FFF     Track  cache  buffer  (20  blocks) 


THE  LOWEST 
PRICES 


THE  BEST 
SERVICE 


PHONE  LINES 
OPEN 


10-5  EST. 
MF 


ELECTRONIC  ONE 

CALL  r6I4J  864-9994  •  P.O.  Box  13428  •  COLUMBUS.  OHIO  43213 


STAR 

r^jpio 

12700 


.  PRINTERS  THE  LOWEST  PRICES 

STAR  STAR  FORTIS        PANASONIC 

NX10         POWERTYPE   (Epson  comp.)  1080i 

14700  15/00  16700  14700 


PANASONIC 
10911 
167°° 


— CLOSEOUT  SOFTWARE 

SOFTWARE  ON  CART  OR  DISK 

SUMMER  GAMES 8.96 

WORLD'S  GREATEST 
BASEBALL  8.9S 

PITSTOPII 5.96 

TAPPER 7.96 

UP  &  DOWN 7.96 

RIVER  RAID 6.96 

BEAM  RIDER 4.96 

HERO 5.96 

CONGO  BONGO 5.96 

GHOST  BUSTERS 6.96 

SPACE  SHUTTLE 8.96 

DECATHLON 6.96 

BUCK  ROGERS 6.96 

JUMP  MAN 4.96 

JUMP  MAN  JR 5.96 

STAR  TREK     3.96 

UPFOR  GRABS 2.96 

ALF  CAVES 2.95 

COSMIC  LIFE 2.96 

DELTA  DRAWING 2-96 

STORY  MACHINE 2,96 

ALPHA  BUILD 2.96 


—  CURRENT  SOFTWAftE 

UP  PERISCOPE 

LEADER  BOAFID     

HARD  BALL  - 

COMMANDO  

MARBLE  MADNESS 
STREET  SPORTS       . 

lOTH  FRAME 

PAWN 

CHESS  MASTER  2000 

FLIGHTSIM.il 

SUPER  BOWL  SUNDAY  .. 
TRIPLE  PAK 

UTILITIES 

GEOS       

MACH  5 

MACH  ^^e 

FAST  LOAD 

CERTIFICATE  MAKER 

NEWSROOM  

DATA  MANAGER  128   - 
PRINT  SHOP         ,     , 
TURBO  LOADS  SAVE 

POWER  C    

GEOS  128  

TOYSHOP 


19.99 
24.99 
18.99 
.  22.99 
19.99 
22.99 
22.99 

25  99 
24.99 

.29.99 
.18.99 
14.99 

.  39.99 
22.99 
Z7.99 

.24.99 

.27.99 
29.99 

,  37.99 
2799 

,  17.99 
22  99 

.44.99 

26  99 


-HARDWARE*  ACCESSORIES - 

64C/157"o       12aC/227«= 
1541C/167M        1571C/227!» 

1351  MOUSE 38  00 

512k  UPGRADE 139,00 

C64  POWER  SUPPLY  2S.00 

FIS232  INTERFACE 38,00 

ZETEC  JR.  INTERFACE  .38.00 
ZETEC  SR  INTERFACE  ,  58,00 
1 764  256k  RAM 

EXPANSION 128.00 

1901  GREEN  MONfTOR  .  .88.00 
1902AflSB  MONITOR  .258-00 
MAGNAVOX  8505  (RGB| 

MONITOR 218,00 

AVATEX  1200HC  MODEM  9600 

DISKNOTCHER 1.98 

3Vi"  DISKETTES   29<:  ea. 


PCCORNEH- 

PClO-1  SINGLEDRIVE 
PC10.2  DUAL  DRIVE  ,  . 


.  CALL 
.   CALL 


Cz.  commodore 


HOW  TO  OBOEP:  CASHIER  CHECK.  MONEY  ORDER,  MASTERCARD'  OR  VISA"  (ADD  4%  FOR  CHARGE  CARDS) ...  NO  PERSONAL  CHECKS  . 

NO  C  0  0  ■$  SHIPPED  U.PS ALL  PRICES  SUBJECT  TO  CHANGE  WITHOUT  NOTICE. 

SHIPPING:  ADD  53,00  ON  ALL  ORDERS  UNDER  SIOO.BO    .  .  ADD  $5.00  ON  ALL  ORDERS  OVER  S100  00.  ACTUAL  FREIGHT  CHARGED  ON 
MULTIPLE  ORDERS, 

INTERNATION*L;  ACTUAL  FREIGHT  CHARGED  ON  ALL  ORDERS  OUTSIDE  THE  CONTINENTAL  UNITED  STATES  INCLUDING  APO, 
POLICIES:  NO  RETURNS  WITHOUT  A  RETURN  AUTHORIZATION     .NO  RETURNS  UNLESS  DEFECTIVE    ALL  DEFECTIVES  WILL  BE 
EXCHANGED    .NO  O!C£PTI0NS-  PLEASE  SPECIFY  . 

CALL  0=^  WRITE  FOR  FREE  CATALOG 

CALL  ELECTRONIC  ONE  r614J  864-9994  OR  WRITE 
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bonus  level,  extra  points  and  balls  are 
awarded.  This  level  puts  the  icing  on  the 
cake  in  making  Bounder  a  hit  that  is  sim- 
ple to  play,  yet  addictive  and  challenging. 

Captain  Zapp 

Captain  Zapp  places  you  as  the  title 
character  against  the  e\'il  Targ  who  is  out 
to  destroy  the  earth.  You  have  24  houi-s  to 
save  the  planet  hy  defeating  Targ  and  his 
minions  in  combat.  Ultimately,  you  must 
ride  a  space  bike  through  a  mine  field  on 
Tbi'g's  planet  to  reach  him  on  his  bike. 
Sounds  like  a  Flash  Gordon  mo\ae,  huh? 
That's  the  kind  of  guy  Zapp  is.  and  you 
ha\'e  a  large  task  ahead  of  you  in  his 
guise. 

Captain  Zapp  has  three  segments 
which  you  must  complete  in  the  24-hour 
period  before  you  get  to  see  Targ  face  to 
face.  Each  segment  is  designed  to  keep 
you  alert  and  busy  with  the  joystick.  The 
graphics  are  veiy  good  so  that  you  don't 
have  to  worry  about  determining  what  it 
is  you're  looking  at  as  opposed  to  what  you 
have  to  do  to  it. 

The  first  segment  takes  place  in  the 
jungle  on  Targs  world.  You  must  make 
your  way  through  the  undergix)wlh  to  the 
Caves  of  Goram  where  the  Piince  of 
Coram  will  help  you  in  your  quest.  This 
segment  is  by  fai-  the  most  interesting  and 
complex  of  the  three.  You  are  literally 
caught  in  a  maze  of  paths  which  lead  to 
Prince  Goram.  The  top  half  of  the  screen 
shows  your  position.  The  bottom  half  has 
a  CT-ude  map  of  the  jungle,  the  meaning 
and  usefulness  of  which  you  must  figure 
out  on  your  own. 

Various  creatures  fly  towai'd  you  and 
drop  on  you  throughout  the  jungle.  By  far 
the  most  deadly  is  the  monkee  that  comes 
from  above.  You  have  to  have  a  quick  tiig- 
ger  finger  to  catch  him;  otherwise  you're 
dead.  These  attacks,  as  well  as  falhng  in  a 
ravine,  take  time  away  from  yom-  mission. 
You  can  only  wait  patiently  until  the  clock 
has  run  down  enough  for  you  to  heal  your 
wounds.  Most  wounds  take  two  to  four 
houi-s  of  game  time  to  heal.  The  clock  will 
run  down  in  a  few  seconds  and  you're 
ready  to  continue. 

The  most  important  things  you're  look- 
ing for  in  the  jungle  are  the  arrows  point- 
ing you  toward  Goram's  dwelling.  After 
you  find  the  first  one,  the  rest  will  fall  into 
place  quicker  Before  you  know  it  you'll  be 
fighting  the  final  beast  at  the  entrance  to 
Goram's  cave.  Watch  out  for  the  fire 
breathing  Godzilla-like  creattu*e  and  the 
beehives  —  both  ai"e  unavoidable. 

The  second  segment  is  your  battle  with 


Piince  Goram.  If  you  defeat  him  he  will 
give  you  a  space  bike  to  chase  Targ.  This 
part  is  difficult  imtil  you  get  used  to  the 
large  variety  of  moves  and  attacks  you 
can  make.  Each  joystick  position  is  used, 
both  with  and  without  the  button  pressed. 
I  suggest  that  you  practice  the  moves 
available  in  the  practice  segments  pro- 
vided on  the  other  side  of  the  game  disk. 
There  you  play  without  scoring  or  a 
time  limit. 

Mastertronic's  Shogun 
faithfully  captures  the  flavor 
of  17th  century  Japan  as 
presented  in  Clavell's  novel. 

Tlie  final  pait  oi Captain  Zapp  is  the 
fastest.  There's  no  time  to  think  —  only  to 
shoot  at  the  flying  guards  who  look  like 
the  flying  monkees  fix)m  The  Wizard  of 
Oz.  The  joystick  controls  the  bike  and 
height  of  the  tai-get  guides.  Blow  away  the 
guaj'ds  quickly,  for  yom-  energy  level  is 
low  and  you  must  pass  thi-ough  some  en- 
ergy gates  before  reaching  the  mine  field. 

The  last  segment  takes  place  entirely 
fh)m  the  biker's  perspective,  adding  to  the 
realism.  This  perepective,  however,  hmts 
you  in  travelling  across  the  mine  field. 
The  mines  come  up  so  quickly  that  you 
barely  have  enough  time  to  get  by  them. 
It  took  me  about  30-40  games  before  I  fi- 
nally got  by  the  mines.  What  came  next 
was  worth  the  effort  —  the  final  conftTjnta- 
tion  with  Tki'g. 

I  won't  tell  you  anything  except  that 
you  have  to  be  prepared  for  his  appear- 
ance. He  is  carrying  the  missile  contix)ls 
that  can  destiny  the  earth  and  defeating 
him  is  a  must.  Getting  rid  of  Targ  is  a  fit- 
ting ending  for  the  game,  but  don't  think 
that  because  you  know  the  climax  that 
Captain  Zapp  isn't  worth  playing. 

Shogun 

When  James  Clavell  wrote  his  master- 
piece, Shogun,  he  probably  didn't  expect  it 
to  be  translated  into  a  video  game.  Mas- 
tertronic's Shogun  faithfdly  captures  the 
flavor  of  17th  centurj'  Japan  as  presented 
in  Clavell's  novel.  Your  goal  in  Shogun  is 
to  survive  in  a  land  overrun  by  political 
tunnoil  and  power  stiiiggles,  and  ulti- 
mately become  the  military  iTiler  of  Ja- 
pan. 

You  need  a  good  memoiy  and  patience 
to  do  well  in  Shogun,  because  you  must 
assume  the  role  of  one  of  forty  possible 
characters  fiom  samm'ai  to  sei-vant.  Bv 


developing  friendships  and  alliances,  you 
gain  followei-s;  attracting  twenb,'  follower 
and  completing  a  task  demanded  by  the 
Buddha  will  give  you  Shogun  status. 

Shogun's  land  is  graphically  meticulous 
and  beautiful,  with  many  sci^eens  for  you 
to  explore.  Although  a  small  map  shows 
the  general  location  of  different  places, 
still  other  places  aiie  not  mentioned. 
The  only  way  to  appi^eciate  Shogun  is  to 
take  a  game  or  two  to  learn  the  land,  for 
when  the  messages  about  other  characters 
pop  up  on  the  screen,  they  ai^  prefixed 
with  a  line  telling  where  the  characters 
are.  Knowing  where  that  location  is  and 
how  you  can  get  to  it  quickly  aids  you  in 
helping  a  fiiend  under  attack  or  befiiend- 
ing  a  pel-son  you  haven't  met. 

Charactei"s  ai-e  the  heart  of  Shogun. 
Learning  how  to  act  towai-ds  them  makes 
the  game  interesting.  Only  then  can  you 
instantly  know  which  ones  are  loyal  tmd 
which  ones  you  need  to  win  over  to  your 
side.  BEFRIEND  is  your  most  important 
command.  By  remembering  which  cliar- 
acters  ai^e  associated  with  others  (\ia  the 
messages  that  constantly  appeal'  on  the 
sateen)  and  befriending  those  who  have 
the  most  power  in  the  land,  you'll  quickly 
gain  the  followere  you  need  to  become  the 
Shogun. 

Shogun  is  played  entirely  with  a  joy- 
stick and  all  actions  are  performed  by  us- 
ing icons  at  the  bottom  of  the  screen.  Most 
are  self-exptanatoiy  The  special  ones  im- 
poitant  to  winning  the  game  are  BE- 
FRIEND, EXA.\aNE  and  ORDER.  EX- 
AMINE gives  you  infonnation  about  a 
character  that  may  be  helpful  in  deciding 
to  attack  or  beftiend  him/her.  ORDER  al- 
lows you  to  give  commands  to  other  char- 
acters. This  function  comes  into  play 
when  you  need  someone  to  guard  an  area, 
beftiend  someone  else,  hold  an  item  or  at- 
tack another  party  if  you  are  cmi-ently 
weak. 

Shogun  thi-ows  in  a  lot  of  randomness 
to  make  each  game  unique.  The  fortj' 
charactere  start  in  different  areas  of  the 
land  and  the  relationships  they  form  with- 
out youi'  participation  change  fi-om  game 
to  game.  That  randomness  hooked  me  on 
Shogun.  By  restarting  a  game,  I  was  faced 
with  a  new  challenge  and  new  hurdles  to 
jump  to  reach  Shogun  status. 

My  only  advice  is  to  learn  the  charac- 
tei-s  well,  know  the  screens  and  areas  and 
understand  what  options  you  have  when 
put  in  a  situation  with  another  character. 
Fixim  Priest  Yamaha  to  Zen  Master  Ike- 
matsu,  Shogun  exposes  you  to  the  world  of 
17th  century  Japan  in  a  unique  \ideo 
game  concept,  g 
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that  they  themselves  write.  The  Turbo 
Processor  shines  when  ranning  home- 
grown  BASIC  programs  containing  com- 
plex mathematics.  Turbo  Proceswr  will 
run  these  pi-ogi'ams  foui-  times  faster. 

There  is  a  dual-inline-packagc  (DIP) 
switch-bank  on  the  Turbo  Pivccssor.  One 
of  these  switches  is  an  On-OfT  toggle  for 
an  on-the-cai-d  potentiometer  This  poten- 
tiometer lets  you  adjust  the  pi"ocessing 
speed  between  the  normal  1  MHz  64 
speed,  and  the  4  MVb.  maximum  speed. 
With  the  use  of  this  potentiometei;  speed 
reduction  do\™  to  100  KHz  (1/lOth  of 
Commodore's  oiiginal  speed  i  is  possible. 
You  can  reduce  the  speed  if  games  are 
beating  you  and  you  want  to  go  slower. 

If  you  tiy  to  i-un  European  software  on 
the  U.S.  64s,  the  screens  mil  shake  and 
won't  look  quite  right.  The  potentiometer 
allows  adjustment  of  the  speed  of  the 
Tui-bo  64  to  compensate  for  the  jitter,' 
sci-een.  It  won't  solve  all  the  problems  with 
the  European  games,  but  it  seems  to  work 
pretty  wel!  for  timing  problems. 

For  the  more  serious  hacker,  the  re- 
maining DIP  switches  start  exemplifying 
the  real  potential  of  the  Turbo  Pivcessor. 
One  switch  allows  you  to  simply  toggle 
out  of  Tui'bo  mode.  For  this  case,  the  con- 
trol simply  reveits  back  to  noi-mal  64  op- 
eration. 

Another  switch  allows  you  to  pick  the 
operating  system  of  your  choice.  Built  on 
the  Turbo  Processor  cai'd  is  a  27256 
CMOS  EPROM  (eraseable,  program- 
mable, read-only  memoiy)  containing  two 
separate  operating  systems.  One  system 
is  a  copy  of  the  64  operating  system.  The 
second  operating  system  is  available  for 
use  with  another  Swisscomp  device  —  a 
cable/integrated  circuit  kit  that  enables 
you  to  load  programs  from  disk  at  ten 
times  the  speed. 

There  are  an  additional  8  kilobj'tes  of 
space  left  in  the  existing  EPROM  where 
you  can  progi'am  your  own  operating  sys- 
tem. Therefore,  you  can  switch  between 
any  of  the  thi'ee  operating  svstems.  If  you 
replace  the  27256  EPROM  with  a  27512 
EPROM,  you  will  have  64K  space  for  op- 
erating systems.  If  you  have  an  EPROM 
program  you  can  duplicate  the  fu-st  two 
operating  systems,  then  add  youi"  own.  Or, 
there  would  be  enough  extra  space  for  you 
to  add  autoexecute  programs,  other  oper- 
ating systems,  or  any  other  programs. 

Still  another  switch  allows  experienced 
progi'ammers  to  maintain  software  con- 
trol switching  Ijetween  "s\Tichranous"  and 
"asynchronous"  operation  of  the  Turbo 
Processor.  With  proper  programming,  pn> 


cessing  speed  can  reach  4.5  MHz.  Devel- 
opers of  the  Turbo  Processor  have  gotten 
as  high  as  4.8  MHz,  Although  there  will 
be  no  screen  display,  internal  processing  of 
long  programs  will  be  done  over  foui' 
times  the  rate.  (This  mode  would  have  to 
be  turned  on  and  off  to  disable/enable 
screen  display.) 

Softwai-e  control  between  1  MHz  and 
4MH2  is  also  possible  with  the  use  of  an- 
other of  the  DIP  switches.  Yet  one  more 
switch  permits  the  switching  between,  1 
MHz  and  4MHz  through  haixlware  con- 
trol. Although  not  a  part  of  the  DIP 
switch,  there  is  a  re-set  switch  on  the 
Turbo  Processor  —  a  definite  delight. 

All  of  the  above  infoiination  should  en- 
able the  commercial  .software  user,  or  the 
occasional  programmer  to  utilize  much  of 
the  Turbo  Ptvcessor's  capabilities.  How'ev- 
er,  for  the  dyed-in-the-wool  hacker,  there's 
even  more. 

The  on-board  65816  micropiocessor  is  a 
16  bit  CPU,  capable  of  addre&sing  16  me- 
gabytes of  RAM.  There  are  Presently  two 
32-K,  16-bit  CMOS  RAMs  on  board  that 
are  battery  backed  to  prevent  loss  of  pro- 
grams when  the  64  is  shut  off.  The  battery 
itself  obtains  a  trickle  chai-ge  when  the  64 
is  on.  EPROMS  are  120  nanosecond 
speed,  and  also  CMOS,  to  allow  for  the 
small  battery  power  back-up. 

If  you  want  to  use  the  ftill  16  bit  capa- 
bilities of  the  Turbo  Prvcessor,  you  can't 
use  the  Commodore  64.  If  you  want  to 
build  a  new  computer  with  L'Os,  add-on 
hardwai-e  and  a  sepai'ate  keyboard,  the 
Turbo  Processor  is  half-way  there.  It  will 
i-equire  the  \ideo  chips,  and  10  chips. 
GTE  and  Western  Digital  are  vendors  for 
the  CPU  chip.  For  serious  computer  de- 
signers, however,  the  Turbo  Processor 
manual  is  inadequate  in  its  present  form. 

One  design  deficiency  doesn't  prevent 
its  operation,  but  does  make  even  the 
most  serious  electrical  engineer  shake  — 
the  lack  of  a  case  for  the  device.  Although 
a  case  is  in  the  works.  Swisscomp  is 
presently  selling  just  the  plug-in  printed 
circuit  board,  fully  assembled  with 
mounted  ICs. 

One  last  note.  The  Turbo  Processor  will 
not  work  on  the  128,  even  in  the  64  mode. 
Because  noise  on  the  128  expansion  port 
is  high  enough,  it  interferes  with  the  high- 
speed micropittcessor. 

Swisscomp  offers  a  money-back  guaran- 
tee and  technical  support  irom  its  offices 
in  Florida. 

In  conclusion,  while  certainly  a  high 
tech  marvel,  yom-  individual  needs  will 
have  to  determine  if  the  benefits  are 
worth  the  price.  3 
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If  you  are  a  CLI  user,  there  are  two  ways 
that  you  can  use  ACIBASIC  to  compile 
programs.  By  simply  typing  AC-BASIC  at 
the  prompt,  you  would  follow  the  steps  de- 
scribed for  Workbench  users  above.  Or,  if 
you  have  saved  your  setup  parameters  as 
discussed  above,  you  may  compile  the  pro- 
gram by  typing  "AC-BASIC  filename". 
Under  this  method,  the  program  will  be 
compiled  and,  assuming  no  errors  were 
encountered,  you  will  be  returned  auto- 
matically to  the  CLI. 

If  you  wish  to  change  the  parameters 
using  this  method  for  a  particular  file,  you 
may  use  command  line  ai-guments  to  set 
up  new  parameters  without  disturbing 
your  default  settings,  I  will  discuss  this 
method  later  when  I  describe  the  avail- 
able functions. 

One  problem  that  occurs  with  the  error 
reporting:  when  the  compiler  discovers  a 
compile-time  error,  it  reports  the  error  to 
the  screen  or  a  hst  file,  if  one  is  being  cre- 
ated, but  does  not  return  you  to  the  CLI. 
Because  of  this,  you  must  manually  exit 
the  compiler  to  edit  your  source  file.  I 
have  spoken  with  representatives  fittm 
Absoft  and  they  tell  me  that  a  revision  is 
in  the  works  that  will  alleviate  this  and, 
assuming  you  are  ™ting  the  errors  to  a 
".1st"  file,  return  you  to  the  CLI  to  allow 
you  to  use  a  programmable  editor  (like 
UEdit)  to  automatically  return  to  your 
source  file  (a  la  Turbo  PASCAL  fhim  Bor- 
land) for  easier  debugging  and  error  cor- 
rection. 

The  compile-time  options  may  be  select- 
ed or  deselected  by  using  command  line 
parameters  when  invoking  the  compiler 
fi^m  the  CLI. 

For  example:  AC-BASIC  MYFILE  TRC 
W48 

This  would  instruct  the  compiler  to 
place  the  TEMP  files  into  RAiM  (T),  Link 
the  RUN  TIME  LIBRARY  (Rl,  Enable 
RUN-TIME  error  checking  (C)  and  allo- 
cate 48,000  Bytes  for  the  compiler's  work 
area.  This  would,  however,  only  affect  only 
the  file  MYFILE'  and  any  additional  files 
would  use  the  defaults  that  you  saved  or 
CLI  compiler  options  similar  to  those 
shown  above. 

This  brin^  us  to  the  BATCH  compile. 
By  creating  a  text  file  that  contains  lines 
similar  to  the  example  above,  you  can 
specify  a  number  of  files  to  be  compiled. 
Each  file  in  the  list  can  have  its  own  set  of 
compile-time  options  or  use  the  defaults 
that  you  saved  to  disk.  A  sample  BATCH 
compile  file  would  look  like  thds: 

FILEone.BAS  RTCE 


FILEtwo.BAS 

FILEthi«e.BAS  RT 
where  FILEone.BAS  will  use  the  R,  T,  C 
&  E  options 

FILEtwo.BAS  will  use  the  default  op- 
tions and  FILEthree,BAS  will  use  the  R  & 
T  options 

During  a  BATCH  compile,  en"or  condi- 
tions are  handled  somewhat  differently.  In 
the  event  of  an  error,  the  compiler  will 
halt,  display  or  write  the  error  list,  and 
then  prompt  you  with  a  requester  asking 
if  it  should  continue  with  the  next  file  or 
abort  to  allow  you  to  fix  the  eiTors.  This 
occurs  even  if  the  error  is  in  the  last  file  in 
the  BATCH  list,  lb  perform  a  BATCH 
compile,  you  must  open  the  BATCH  file 
and  click  on  the  BATCH  COMPILE 
gadget. 

The  options  that  I  have  been  talking 
about  include  using  the  LONG  addressing 
mode,  RUN-TME  error  checking,  deci- 
mal math,  error  lists,  default  all  arrays  to 
static,  and  so  on. 

As  you  can  see,  ACIBASIC  gives  you 
full  control  of  the  manner  in  which  your 
AmigaBASIC  program  is  compiled. 
Among  the  items  that  I  have  touched  on, 
the  most  important  ones  are  the  Meta- 
commands. These  commands  allow  you 
to  control  the  compilation  fi^om  within 
your  program.  Meta-Commands  are  en- 
tered as  remark  statements  using  either 
the  REM  key\vord  or  the  tic  (').  The  avail- 
able Meta-Commands  are; 

REM  SIGNORE  { ON  |  OFF } 

REM  SINCLUDE  "FILENAME"{/L} 

REMSPAGE 

REM$OFnON+/- 
{ COMPILER  OPTIONS } 

If  you  ai-e  entering  sections  of  code  that 
apply  to  the  interpreter  but  will  cause  the 
compiler  to  do  something  unnecessary 
(such  as  performing  a  MENU  RESET 
when  ending),  you  would  surround  the  of- 
fensive section  with  $IGNORE  ON  and 
$IGNORE  OFF. 

In  many  situations,  you  might  create 
SUB  programs  and  modules  that  you 
would  MERGE  while  using  the  inter- 
preter Since  a  compiled  program  cannot 
use  the  MERGE  command,  you  would  use 


the  SINCLUDE  Met<;-Command  in  the 
same  manner  as  the  MERGE  command 
in  AmigaBASIC.  This  would  INCLUDE 
the  statements  in  the  modules  into  your 
source  file  while  it  is  being  compiled.  Here 
is  an  example  using  SIGNORE  and  SIN- 
CLUDE. 

REM  $IGNORE  ON 

MERGE  "MergeFile" 

REM  $IGNORE  OFF 

REM  SINCLUDE  "MergeFile" 

This  would  perform  the  same  function 
in  both  the  interpreted  and  compiled  ver- 
sions of  the  program. 

The  SPAGE  Meta-Command  allows 
you  to  put  page  breaks  in  the  LIST  file 
making  it  easier  to  format  certain  sections 
of  your  code.  Whenever  the  compiler  sees 
the  Page  command,  it  inserts  a  page  ■ 
break  in  your  .1st  file. 

The  final  Meta-Command  allows  you  to 
manipulate  the  A  and  C  compile  options 
from  within  your  program.  If  you  are  us- 
ing SOPTION,  a  -I-  turns  the  option  on 
and  a  -  turns  it  ofiF.  This  allows  you  to  se- 
lectively trap  events  or  perform  long 
branching.  In  the  event  of  event  handling, 
you  may  have  sections  of  code  that  you 
wish  to  speed  up  by  not  checking  for  event 
interrupts.  By  turning  the  C  option  off  go- 
ing into  the  routine  and  back  on  upon  ex- 
iting, you  will  speed  up  the  operation  of 
that  segment. 

In  tests  performed  against  the  inter- 
preter, the  compiler's  results  are  listed 
against  the  interpreter's. 

Overall,  I  feel  that  the  ACIBASIC  com- 
piler is  a  very  complete  and  usable  pack- 
age. Absoft  has  gone  to  great  lengths  to 
ensure  compatibility  %vith  the  interpreter 
(which,  in  some  cases,  degrades  the  perfor- 
mance of  compiled  programs).  Also,  they 
offer  very  knowledgeable  and  courteous 
customer  support.  The  number  is  not  toll- 
free,  but  most  questions  can  be  answered 
in  a  very  short  time  period,  or  they  will  re- 
view your  problem  off  the  phone  and  call 
you  back  with  the  result.  If  you  are  an 
AmigaBASIC  programmer  who  has  been 
unsatisfied  with  the  results  of  your  efforts 
due  to  speed  and  performance  restrictions, 
then  I  strongly  reaimmend  ACIBASIC.  m 


Interpreted        Compiled        Function 


Test#l 

n.45152s 

1.703125  s 

Count  and  ADD 

Test  #2 

19.92159  s 

13.53906  s 

PRINT  to  SCREEN 

Test  #3 

3.099609  s 

1.640625  s 

Use  LINE  to  FLOOD 
SCREEN 

Test  #4 

.940039  s 

.703125  s 

Use  BOX  FILL  with 
RND  colors 
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anywhere  else  if  you'd  like  to  give  them  a 
tiy.  In  terms  of  controlling  music  se- 
quences, the  C128  KCS  is  a  major  im- 
provement over  the  already  impressive  64 
version,  hi  both  versions  you  can  start 
and  stop  up  to  35  sequences  in  real  time 
from  the  keyboard. 

The  chaining  and  "nesting"  of  control 
sequences  is  essentially  unrestricted. 
From  any  control  sequence  you  can  call 
music  sequences,  other  control  sequences, 
or  any  arbitraiy  combination  of  the  two. 
With  the  C128  KCS  you  can  access  built- 
in  control  sequences  that  will  automati- 
cally arrange  music  sequences  as  you 
record  them. 

Is  Dr.  T  s  KCS  hard  to  use?  the  program 
is  menu-drive  and  straightforward  record- 
ing, overdubbing,  autoquantizing,  and 
playback  of  musical  sequences  can  be 
done  with  very  little  effort;  there  are  no 
fancy  combinations  of  keystrokes  to  learn 
or  screen  icons  to  interpret.  The  only  pos- 
sible criticism  I  can  think  of  (and  it's  not 
one  I  would  make)  is  that  the  KCS  does 
not  always  behave  in  a  musically  intu- 
itive way.  If  you  are  a  musician  vnih  some 
multitrack  recording  experience,  no  com- 
puter experience,  and  a  keyboai-d  tech- 
nique that  generally  allows  you  to  play  in 
real  time  all  you  want  to  hear,  you  do  not 
need  this  program.  However,  if  you  are  a 
computer-literate  person  or  an  open- 
minded  musician  wdth  musical  ideas  that 
go  farther  than  your  technique,  I  think 
you  will  find  this  program  logical  and 
easy  to  use.  The  manual  is  plain  — no 
pretty  pictures  —  but  thorough.  The  more 
advanced  features  can  easily  be  learned 
one  at  a  time  when  and  if  you  need  them 
just  by  selecting  them  fbm  a  menu  and 
following  the  prompts. 

Music  flies  created  with  the  64  version 
can  later  be  used  by  the  128  version  with- 
out modification.  Dr.  T  offers  excellent 
user  support  if  you  need  additional  help.  If 
you  already  have  the  64  KCS,  Dr.  T  offers 
a  lOOVc  trade  in  allowance  toward  the  pur- 
chase of  the  128  version.  The  original  pur- 
chaser is  entitled  to  one  $10.00  backup 
copy  of  the  protected  program  disk.  I  can't 
imagine  fairer  treatment  than  that. 

In  conclusion,  Dr.  T's  KCS  is  a  pace  set- 
ting music  program  for  your  128.  It  may 
seem  expensive,  however,  it  is  competi- 
tively and  reasonably  priced  in  the  con- 
text of  assembling  and  getting  the  most 
out  of  a  MIDI  system.  In  return  for  this  in- 
vestment you  will  get  a  thoroughly  sup- 
ported program  that  should  give  you  all 
the  features  you  will  ever  need  in  a  MIDI 
sequencer.  Q 
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fastload  routine,  Berkeley  and  ICT  have 

expressed  a  willingnesj  to  resolve  the 

problem. 

The  hard  drive  is  not  appreciably  faster 
than  the  1571  floppy,  and  in  some  in- 
stances it's  slower,  lb  remedy  this  ICT  has 
included  a  Ibrbo  loader  which  does  de- 
crease loading  time  as  well  as  file  access. 
The  hard  drive  is  also  compatible  with  the 
Epyx  Fast  Load  cartridge.  In  regard  to 
128  load  time  the  hard  diive  is  a  little 
slower  than  the  1571.  In  order  for  ICT  to 
maintain  compatibility  with  the  slower 
Commodore  serial  bus  they  had  to  slow 
the  drive's  transfer  rate  down.  Although 
the  hai'd  drive  itself  fimctions  at  full  speed 
the  ICT  interface  feeds  the  data  to  the  ser- 
ial bus  at  a  speed  it  can  handle.  Since  the 
Commodore  fast  serial  bus  is  running  just 
about  as  fast  as  it  can  it  would  be  unreal- 
istic to  expect  the  hard  drive  to  do  much 
better, 

The  Mini  Chief'excels  in  regard  to  com- 
patibility with  the  current  Commodore 
DOS,  making  the  hard  drive  work  in 
much  the  same  fashion  as  a  standard 
Commodore  floppy  drive,  Quite  an  accom- 
plishment I  would  say.  I've  gone  over  the 
commands  and  modes  of  operation  and  it's 
quite  plain  that  the  hard  drive  is  indeed 
very  user  friendly. 

I  did  encounter  a  few  minor  problems 
with  the  hard  drive.  When  you  enter  a 
wTong  hard  drive  command  it  has  a  ten- 
dency to  lock  up  —  sometimes  it  seems  to 
lock  up  for  no  apparent  reason,  although 
I've  found  that  959  of  the  lockups  I  exper- 
ienced w^ere  due  to  operator  error.  Fur- 
thermore, any  lockups  can  be  resolved  by 
resetting  the  drive  or  tuiiung  it  off  for  ten 
seconds  and  then  back  on  again.  Another 
problem  is  wdth  pailition  HI,  ICT  origi- 
nally had  special  plans  for  this  partition, 
so  with  this  in  mind  they  allocated  it  in  a 
special  way  to  the  hanl  drive  operating 
system.  Sometimes  when  performing  an 
operation  involving  paitition  HI,  you  get 
strange  results. 

Now  the  big  question,  what's  the  bottom 
line  on  this  new  hai'd  diive?  For  $795.00 
you  get  a  20  MB  hard  drive  with  a  1571 
disk  drive,  all  necessar}-  cables  as  well  as 
a  one  year  w^arranty  on  parts  and  labor.  If 
you  already  have  a  1571  and  want  to  up- 
gi*ade,  ICT  has  an  excellent  upgrade  poli- 
cy. In  working  with  ICTs  Mini  Chief  I  find 
that  it  increases  user  productivity.  It  takes 
Commodore  computers  to  new  heights  of 
sophistication  putting  them  on  the  same 
level  with  the  so-called  more  advanced, 
higher-priced  business  computers.  I  high- 
ly recommend  the  Mini  Chief.  Q 
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WIN        $ 
THE  LOTTO 

With  Your  Computer! 

Forget  random  numbers.  This  program 
for  home  computers  does  an  actual 
analysts  of  the  past  winning  numbers. 
This  amazing  program  will  quicklv  pro- 
vide  you  with  all  the  data  you  need  to 
predict  which  numbers  will  likely 
come  up  in  subsequent  drawings.  All 
consistent  lottery  winners  use  some 
kind  of  system  based  on  the  past  win- 
ners. Using  the  real  power  of  your  com- 
puter gives  you  a  definite  edge,  it's 
menu  driven  and  all  you  do  Is  add  the 
latest  winners  each  week  and  the  pro- 
gram does  the  rest  In  seconds.  On 
screen  or  printer  It  shows  hot  and  cold 
numbers,  frequency,  groups,  sums-of- 
diglts,  odd/eoen,  wheels  numbers  and 
more.  No  thick  manual  to  read.  It  even 
has  a  built-in  tutorial. 
Ask  your  software  dealer  or  call  or 
write: 


[    Soft 
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SOFT-BYTE 

P.O.  Box  556  F.  Park 
Dayton.  Ohro  45405 
(513)  233-2200 


THE  LOTTO  PROGRAM  is  designed  ioi  all 

6  &   7   draw  lotto  games  (up  to  49  numbersi! 

DONT  PLAY  LOTTO  WITHOUT  ITI 

APPLE&  M,'S  DOS  IBM   24,95 

COMMODORE  &  ATARI 21.95 

TRS-80  &  MOD  III.  IV 21.95 

MACINTOSH  (luper  veralon) 29.95 


Pleue  >dd  >2.00  •hipping/ 
handling.  Fast  acrvJcc  on 
charse  card*. 
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SOFTWARE 


KINDER  KONCEPTS 

30  ACTION-PACKED  PROGRAMS 
FOR  PRE-SCHOOL  TO 
REMEDIAL  SECOND  GRADE 

Cloning  Reviews  from  Special  Education 

Software  Review,  Software  Reports  and 

Electronic  Learning. 

FOR  APPLE  II  FAMILY,  PET  AND 
COMMODORE  64/128 

30  PROGRAM  SET S99.00 

15  READING  PROGRAMS. S55. 00 

15  MATH  PROGRAMS.  .  .  .S55.00 

Please  Add  $2.00  For  Shipping 


FREE  TRIAL  IN  YOUR  SCHOOL 
FOR  30  DAYS 


CALL  TODAY! 

TOLL  FREE  1-800-422-0095 

MICHIGAN  AND  AFTER  5:00  P.M. 
(313)  477-0897 

VISA/MASTERCARD 

MIDWEST  SOFTWARE 

Box  214,  Farmington,  Ml  48332 
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15  Pay  Free  Trial  •  90  Day  Immediate  Replacement  Policy  •  Free  Catologs 
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80  Column  Printer*  8  Vi "  Letter  Size 


Big  Blue  Printer 


Dot  Matrix 
Heat  Transfer 

Upper  Case 

Lower  Case 
Underline 
Enlarged 

Affordable 
Plus  More 


No  One  Sells  This 
Printer  For  Less! 


$ale$ 


List  $199 


39 


95 


(Add  $7.50  Shipping*) 


This  primer  was  made  by  Canon  -   tor  IBM.  The  Big  Blue  primer  comes  ready  to  hook  up  to  the  serial  port  of  the 
IBM  "   PC  jr,  .XT.  AT  &  Compaiibles.  Pkis  with  our  low  cost  adapter  cables  you  can  connect  this  printer  to  the 
Apple"   II,  lie,  lie  and  Compatibles,  Atari  •'•  computers.  Commodore '^  64,  128,  SX-64,  Vic  20,  Plus  4,  and  more. 


RS-232Adapifr- Adapter  lo!  IBM  '   I'C.  AT,  XT  &  Apple  "   II  series  kS-2.12  port.  (Specify  mule  or  female).  .  .  LisI  S49.95  Sale  S19.95 

Apple  "  He  &  l.asi-r  128  Init'rl'ucc  -  With  primer  driver  program  for  graphics  and  text Lisr  $49.95  Sale  SIM. 95 

Intelliijent  Commodore  -   liiUTt'acc  -  Prims  uriipliic  and  lexl.  Use  Print  Shop  and  more. Lisi  $49.95  SaleSI9.95 

Intelllgeni  .Mari  -  Inlcrface  -  (Lxcliidcs  Atari  !2(X))  Prints  graphics  and  tcxi.  Use  Print  Shop  and  more.. List  $49.95  Sale$!9.9S 

Paper  {2  Rolls) .  Lis!  S19.95  Sale  S  5.95    Single  Sheet  Paper  (Qty.  500) List  $29.95  Sale  $12.95 

nVM,  Apple,  t  annii.  (.  iMiiiiuxiori,'.  -Viari  A  I  a-.tr  Jic  rcpi^TtitJ  ludt-nurk-Lof  tiutriiJiiimal  HuMncs  M:n:hinirs.  AppkCcunpmn.  C  atioiv  Int:.  t'timn>iLxJt>rc  Bumihtss  M^tkhtncs.  .Alari  Ire.  A  Video  rp:hnploH'<^  Rc^pcclivcl>.  


574"  Floppy  Disk  Sale 

Double-Sided  •  Double-Density  •  100%  Certified 


24^  each 


*1  Box  of  100  —  524.00 
(24'  each) 

Paper  Economy  Sleeves  (100)  —  $5.00 


i-Speed  (160-1 80  CPS)  Printer 


NLQ-180  Printer 


Near  Letter 
Quality 


Lifetime 
Warranty 


No  One  Sells  This 
Printer  For  Less! 


Sale$ 


List  $499 


179 


95 


(Add  $10.00  Shipping') 


•  Near  Letter  Quality  Selectable  From  Front  Panel  Controls  •  High  Speed  Dot  Matrix 

•  Letter  Quality  Modes  •  8K  Buffer  frees  up  computer  4-times  faster  •  Super  Graphics 

•  Pica,  Elite,  Italics,  Condensed  •  Business  or  Personal  •  Tractor/Friction  •  15  Day  Free  Trial 
•  Lifetime  Warranty  on  Print  Head*  •  6  Month  Immediate  Replacement  Policy  • 


COMPUTER  DIRECT  (A  Division  of  PROTECTO) 

22292  N.  Pepper  Rd.,  Barrington,  IL.  60010 

312/382-5050  or  312/382-5244 

We  Love  Our  Customers 


'  ihiRois  rO'Sidonti  odd  6"  » *•  solei  to>c  All  ordors  must  bo  m  U.5  Do^la^i 
We  ship  to  alt  poinli  in  (he  US..  CANADA.  PUERTO  RICO  &  APQ-fPO 
Please  coll  ior  chargas  outiide  contin^ntol  U,S.  of  C.O.D.  MAIL  OBWERS 
enclose  cashier  check,  money  order  or  fwrsonol  check.  Allow  14  doyn 
delivery.  2  to  7  for  phono  orders  ond  1  doy  express  moil.  Pricsi  and 
Ovciilabiiily   subiacT    to   chonge   without    nolice.    (Monitors   only    shipped    in 

""""'"  °'  "''  VISA  _  MASTERCARD  -  C.O.D. 


We  Won't  Be  UNDERSOLD 

15  Day  Free  Trial  •  90  Pay  Immediate  Replqcement  Policy  •  Free  Cotologs 

Call  before  you  order,  our  prices  may  be  lower  •  Sale  prices  expire  11-30-87 


C64c  Computer 

Included  with  each  computer  is  the  GEOS  Program: 
word  processor  and  a  versatile  drawing  program. 


With 


Sale$ 


(Add  $10.00  shipping.' 


149 


95 


List  $249 


1581  3 'A  "Disk 
Drive 

Over  800K  bytes  of  formatted  storage  on 
double-sided  3.5"  Microdiskettes, 


NEW 


Sale$ 


(Add  $10.00  ihipping,*) 


List  $249 


C 1 28D  Computer 

Includes  a  full  128  detached  keyboard  and  1571  drive, 
with  I28K  of  user  memory  expandable  to  640K. 


Complete 
C64c  System 


INCLUDES 

•  Computer 

•  Disk  Drive 

•  Monitor 

•  Printer 

•  Softwore 


*395"  System  Includes; 


•  Commodore  64c  Computer 

•  Excelterator  Plus  Disk  Drive 

•  Hi-Res  12"  Monochrome  Monitor  with  connection  cable 

•  Big  Blue  8'/2 "  Printer  with  interface  and  2  rolls  of  paper 

•  GEOS  Program:  Word  processor  and  drawing  prorgram 


Sale 


(Add  $10.00  shipping.*) 


,„  -1         ^B    ^W         Mm 


95 


List  $599 


Sale$ 


(Add  $35.00  shipping.-) 


395 


95 


List  $1049 


(312]  382- 

For  IBM  &  Apple 

(3121  382- 

Call  For  Atari  &  Commodore 


Mail 


COIMPUTER  DIRECT 

22292  N.  Pepper  Road 
Barrington,  IL.  60010 

We  Love  Our  Customers 


mre  IMTon't  Be  UNDERSOLD 

I  St  In  Price,  I  si  In  Support,  I  si  In  Warranly 

15  Day  Free  Trial  •  90  Day  Immediate  Replqcemenf  Policy  •  Free  Cotglogs 

Call  before  you  order,  our  prices  may  be  lowfer  •  All  sale  prices  expire  11-30-87 


Full  Size  Piano/Organ 

Keyboard  ^49!!" 

(Add  SI 0.00  shipping  for  keyboard 
and  $3.00  shipping  for  software.*) 

0  # 

**  Conductor  Software  Required 

Keyboard  —  40  Keys  (A-C)  guage  spring  loaded  to  give  the  feel  and  response  of  a  professional  polyphonic  keyboard  instrument.  Plugs  right 

into  the  joystick  port  of  the  Commodore  64  or  128.  This  sturdy  instrument  comes  with  carrying  handle,  protective  key  cover  and  built-in 

music  stand.  Size:  29"  x  9'/i"  x  4"  Weight:  9  lbs. 

Registers  (with  the  Conductor  Software)  —  Organ  •  Trumpet  •  Flute  •  Harpsicord  •  Violin  •  Cello  •  Bass  •  Banjo  •  Mandolin  •  Callipoe  • 

Concertino  •  Bagpipe  •  Synthesizer  1  &  2  •  Clavier  1  &  2  •  Can  be  played  over  a  7  octave  range  •  Programmable  sounds 

Recording  (with  the  Condtictor  Software)  —  Three  track  sequencer  plus  over-dubbing  with  multiple  instruments  playing  at  the  same  time. 


The  Music  Teacher  —  Teaches  a 
beginner  how  to  read  music  and 
play  it  correctly  in  rhythm  on  the 
keyboard.  Features  trumpci, 
organ,  violin,  synthesizer 
instrument  sounds,  built-in 
metronome,  pause-play  control 
and  set-up  menu  for  cusomizing 
the  music  teacher.  (Disk) 
List  $39.95  Sale  $24.95 


The  Conductor  Software  —  The  Conductor  Software  leaches  how  a 
compostition  is  put  together,  note  by  note,  instrument  by  instrument.  You 
will  learn  to  play  35  songs  from  Bach  to  Rock.  Then  you  will  be  ready  to 
compose  your  own  songs!  (Disk)  List  $29,95  Sale  $19.95 
Teaches  —  Scales  •  Bass  lines  •  Popular  songs  from  "Jingle  Bells",  "Bach 

Minuet",  and  Ravel's  "Bolero"  to  Michael  Jackson's  "Thriller". 
Features  —  Sound  envelope  control  with  attack,  delay,  sustain  and  release 

times  •  Records  as  you  play  •  Playback  tracks  while  you  record  • 

Stores  songs  on  disk  •  Much  more 
Requires  —  Above  Keyboard  •  Commodore  64  or  128  with  disk  drive 


The  Printed  Song  —  You  can  print 

out,  in  music  notation,  your 
compostition  for  others  to  read  or 
play.  Requires  The  Conductor 
Program  and  printer  compatible 
with  the  Commodore  graphics 
mode  such  most  dot  matrix 
printers  with  a  Commodore 
graphics  interface.  (Disk) 
List  S29.95  Sale  519.95 


EPSON  LX-800  Dot-Matrix  Printer 


Epson  Performance,  Quality 
and  Speed  at  Our 
Low  Sale  Price! 


IBM  IS  theregisiercd  iradcmark  of  Intcrnaiional  Buvint^ss  \lai:hine>  Inc. 


Sale  $19500 

(Add  SIO. 00  shipping.-)  ^|  ^^       ^^^F  List  $399 


•  80  Column  Dot  Matrix 

•  180  CPS  -  Draft  Speed 

•  30  CPS  -  NLO  Speed 

•  Epson  SelecType  Front  Control  Panel 

•  Standard  Pull  Tractor  and  Automatic 

Single  Sheet  Loading 

•  Standard  Parallel  Interface  Port 

•  Compatible  With  Industry-Standard 

Epson  and  IBM®  Software  Codes 


^Sale? 


COMPUTER  DIRECT  (A  Division  of  PROTEaO) 

22292  N.  Pepper  Red.,  Barrington,  IL.  600T0 

312/382-5050  or  312/382-5244 

We  Love  Our  Customers 


•  Illinois  reiidBnU  odd  6'.j%  solos  to«.  All  orders  must  be  in  U.S.  t>ollars. 
We  ship  ro  oil  points  in  the  U.S..  CANADA.  PUERTO  RICO  S  APOFPO. 
Pleose  coll  tor  charges  outside  continental  U.S.  or  C.O.D-  MAIL  ORDIRS 
enclose  cashier  thetk.  money  order  or  personal  chock.  Allow  1<  doys 
delivery,  2  to  7  tor  phone  orders  and  1  day  express  moil.  Prices  and 
ovoilobilily  subject  to  change  without  notice.  (Monitors  only  shipped  in 
continental  U.S.}  ^ ■_  _  *.»»«fc.»  »  «..»  ,«,,».   ■« 

VISA  —  MASTERCARD  —  C.O.D. 


We  Won't  Be  UNDERSOLD 

15  Day  Free  Trial  •  90  Day  Immediate  Replacement  Policy  •  Prices  Expire  n-30-a7 


IMonitor  Sale 


1 3"  Color 
Monitor 


Sale^ 


SaleM59'^ 

■      ^^     ^     List  $329 


Audio  amplifier  and  speaker  • 

Removable  non-glare  screen  • 

Volume  control  •  Plus  much  more 

(Add  $10.00  shipping  and  hondling.*) 


Magnavox  TV  Tuner 


Sale  559'* 

^UW       ^^        List  $130 

TV  Tuner  with  dual  UHF/VHF  selector  switches  • 

Goes  between  your  computer  and  monitor  • 

Front  panel  programmable  selection  buttons  • 

Rabbit  ear  antenna  for  VHF  viewing  •  Adapters 

for  outdoor  antenna  or  cable  •  And  more 

(Add  $3.00  shipping.*) 


RGB  &  Composite 
1 4"  Color  Monitor 


Sqle^237"« 

^^  ^^    ^      List  $399 

Three  monitors  in  one  •  Composite  • 

80  column  •  RGB  •  Green  screen 

only  switch  *  Plus  much  more 

(Add  $14.50  shipping  and  handling.*) 


Remote  Control  TV 
r^c^  Tuner 


Sale  *79'* 

^  ^  M^       List$180 

Converts  monitor  or  TV  into  a  remote  control  TV  • 

Direct  Access  to  139  VHF/UHF/Cable  channels  • 

illuminated  channel  detector  •  Signal  booster  • 

Sleep  timer  •  Quartz  frequency  synthesized  tuner  • 

individual  antenna  connections  •  And  more 

(Add  $3.00  shipping.*) 


Call 


Call  (312)  382-5244 

Top  #:  Commodore  &  Atari     Bottom  #:  Apple  &  IBM 

Or   (312)  382-5050 


Mall 


COMPUTER  DIRia 

22292  N.  Pepper  Road 
Barrington,  IL.  60010 


HOW  TO  ENTER  PROGRAMS 

The  progi'ams  which  appear  in  this 
magazine  have  been  run,  tested  and 
checked  for  bugs  and  errors.  After  a  pro- 
gram is  tested,  it  is  printed  on  a  letter 
quality  printer  with  some  formatting 
changes.  This  listing  is  theij  photo- 
gi-aphed  directly  and  printed  in  the  maga- 
zine. Using  this  method  ensui^es  the  most 
error-free  program  listings  possible. 

Whenever  you  see  a  word  inside  brack- 
ets, such  as  |D0\VN1,  the  word  represents 
a  keystroke  or  series  of  keystrokes  on  the 
keyboard.  The  word  |DOWN]  would  be 
entered  by  pressing  the  cursor-down  key. 
If  multiple  keystrokes  are  required,  the 
number  will  directly  follow  the  word.  For 
example,  [D0\\'N4 1  would  mean  to  press 
the  cursor-dowTi  key  four  times.  If  there 
are  multiple  words  within  one  set  of 
brackets,  enter  the  keystrokes  directly 
after  one  another.  For  example,  |DO\\T^- 
,RIGHT2]  would  mean  to  press  the  cursor- 
down  key  once  and  then  the  cursor-right 
key  twice.  Note:  Do  not  enter  the  commas. 

In  addition  to  these  graphic  symbols, 
the  keyboard  graphics  are  all  represented 
by  a  word  and  a  letter.  The  word  is  either 
SHFT  or  CMD  and  represents  the  SHIFT 
key  or  the  Commodore  key.  The  letter  is 
one  of  the  letters  on  the  keyboard.  The 
combination  |SHFT  E]  would  be  entered 
by  holding  dov\Ti  the  SHIFT  key  and 
pre.ssing  the  E.  A  number  following  the 
letter  tells  you  how  manv  times  to  Uye 
the  letter.  For  example,  [SHFT  A4,CMD 
B3I  would  mean  to  hold  the  SHIFT  key 
and  press  the  A  four  times,  then  hold 
down  the  Commodore  key  and  press  the 
B  three  times. 

The  following  chart  tells  you  the  keys  to 
press  for  any  word  or  w^ords  inside  of 


brackets.  Refer  to  this  chart  whenever  you 

aren't  sure  what  keys  to  press.  The  little 
graphic  next  to  the  keystrokes  shows  you 
what  you  will  see  on  the  screen. 

SYNTAX  ERROR 

This  is  by  far  the  most  common  eiTOr 
encountered  while  entering  a  progi^am. 
Usually  (sorry  folks)  this  means  that  you 
have  typed  something  incorrectly  on  the 
line  the  syntax  error  refers  to.  If  you  get 
the  message  "?Syntax  Error  Break  In 
Line  270",  type  LIST  270  and  press 
RETURN.  This  will  list  line  270  to  the 
screen.  Look  for  any  non-ob\ious  mis- 
takes like  a  zero  in  place  of  an  0  or  \ice- 
versa.  Check  for  semicolons  and  colons  re- 
versed and  extra  or  missing  parenthesis. 
All  of  these  things  will  cause  a  sjTitax 
error. 

There  is  only  one  time  a  syntax  error 
will  tell  you  the  'wrong  line  to  look  at.  If 
the  line  the  syntax  error  refers  to  has  a 
fimction  call  (i.e.,  FN  A<3i),  the  syntax 
error  may  be  in  the  line  that  defines  the 
function,  rather  than  the  line  named  in 
the  error  message.  Look  for  a  line  near 
the  beginning  of  the  program  i  usually) 
that  has  DEF  FN  A(X)  in  it  with  an  equa- 
tion following  it.  Look  for  a  typo  in  the 
equation  part  of  this  definition. 

ILLEGAL  QUANTITY  ERROR 

This  is  another  common  eiTor  message. 
This  can  also  be  caused  by  a  typing  error, 
but  it  is  a  little  harder  to  find.  Once  again, 
list  the  line  number  that  the  eiTor  mes- 
sage reim  to.  There  is  pi'obably  a  jwke 
statement  on  this  line.  If  there  is,  then  the 
error  is  referring  to  what  is  trjing  to  be 
poked.  A  number  must  be  in  the  range  of 


H"|HOME!"  =  UNSHnTEDCLR/HOME   9  ■  |PURPLE|-  =  C0NTBOL5 
n"|CLEAR|-  =  SHIFTED  CLR/HOME        H  "IGREENr- =  CONTROL  6 


Bl    'IDOWNl'^CURSORDOWN 

n  ■•1UP1-  =  CURS0RUP 
n  -IRIGHTl-  =CUBSOB  R]GHT 

n  ■■[LEfTr-=CUBSORLEFT 
Q  ■■|RVS1-'=C0MTR0L9 

U  ■■|RVOFFi-  =  CONTROL  0 
Q    IBIACKI"  =  CONTROL  1 

H  ■|WHm:r=C0NTR0L2 
H    lREDr=  CONTROL  3 

y  "ICY  AN|-=  CONTROL  4 


Q  ■lFil"=n 

g"|F2|"  =  Fa 
g-|F3|-  =  F3 

[|-|F5r=F5 
3-|F6r=F6 


R    IBLUEI'^  CONTROL  7 

H  -[YELLOWl-^CONTROLe 
n     iORANGEi'  =COMM0DORE  1 

Ij  ■■|BROWNr-=  COMMODORE  2 
n-'lL  REDI"- COMMODORE  3 

M  ■■IGRAYll"  "COMMODORE  4 
^  •■lGRAY2r--C0MM0D0RE  5 

II'IL  GREEN] ••=CDMM0D0RE6 
y  "[L  BLUEl"  =  COMMODORE  7 

S  -[GRAYSr  "COMMODORE  8 

GRAPHIC  SYMBOLS  WILL  BE  REPRESENTED  AS  EITHER  THE  LETTERS 
SHFT  (SHIFT)  AND  A  KEY  ("[SHFT  Q.SHFT  J.SHFT  D.SHFT  Sj")  OR  THE 
LETTERS  CMDR  (DOMMODORE)  AND  A  KEY  ('■[CMDR  Q.CMDR 
G.COMDR  Y.CMDR  H|").  IF  A  SYMBOL  IS  REPEATED,  THE  NUMBER  OF 
REPITITIONS  WILL  BE  DIRECTLY  AFTER  THE  KEY  AND  BEFORE  THE 
COMMA  (■■[SPACE3,SHFT  S4,CMDR  M2n 


||-IF71"=>F7 
|F8|'=F8 

I  ■|POUNDr"=ENGUSH 
POUND 

[SHFT' I"  =  PI  SYMBOL 
fl  "['r"  UP  ARROW 


s 


zero  to  255  to  be  poke-able.  For  example, 

the  statement  POKE  1024,260  would  pro- 
duce an  illegal  quantity  error  because  260 
is  greater  than  255. 

Most  often,  the  value  being  poked  is  a 
variable  (A,X...).  This  eiTor  is  telling  you 
that  this  variable  is  out  of  range.  If  the 
variable  is  being  read  from  data  state- 
ments, then  the  problem  is  somewhere  in 
the  data  statements.  Check  the  data 
statements  for  missing  commas  or  other 
tjpos. 

If  the  variable  is  not  coming  from  data 
statements,  then  the  problem  will  be  a  lit- 
tle harder  to  find.  Check  each  line  that 
contains  the  variable  for  tj-ping  mistakes, 

OLiT  OF  DATA  ERROR 

This  enxtr  message  is  always  related  to 
the  data  statements  in  a  program.  If  this 
enur  occurs,  it  means  that  the  progi-am 
has  run  out  of  data  items  before  it  was 
supposed  to.  It  is  usually  caused  by  a  prob- 
lem or  typo  in  the  data  statements.  Check 
first  to  see  if  you  have  left  out  a  whole  line 
of  data.  Next,  check  for  missing  commas 
between  numbers.  Reading  data  fi-om  a 
page  of  a  magazine  can  be  a  sti^ain  on  the 
brain,  so  use  a  mler  or  a  piece  of  paper  or 
an>thing  else  to  help  you  keep  track  of 
where  you  are  as  you  enter  the  data. 

OTHER  PROBLEMS 

It  is  important  to  remember  that  the  64 
and  the  PET/CBM  computers  will  only  ac- 
cept a  line  up  to  80  characters  long.  The 
VIC  20  wll  accept  a  line  up  to  88  charac- 
ters long.  Sometimes  you  will  find  a  line 
in  a  progi-am  that  runs  over  this  number 
of  characters.  This  is  not  a  mistake  in  the 
listing.  Sometimes  programmei"s  get  so 
carried  away  crunching  programs  that 
they  use  abbreviated  commands  to  get 
more  than  80  (or  88)  characters  on  one 
line.  You  can  enter  these  lines  by  abbrevi- 
ating the  commands  when  you  enter  the 
line.  The  abbreviations  for  BASIC  com- 
mands are  on  pages  133-134  of  the  VIC  20 
user  guide  and  130-131  of  the  Commodore 
64  user's  guide. 

If  you  type  a  line  that  is  longer  than  80 
(or  88)  characters,  the  computer  will  act  as 
if  everjihing  is  ok,  until  you  press  RE- 
TURN. Then,  a  sviitax  error  will  be  dis- 
played (without  a  line  number).  Many 
people  wiite  that  the  computer  gives  them 
a  syntax  eiTor  when  they  tj-pe  the  line,  or 
that  the  computer  reftises  to  accept  a  line. 
Both  of  these  problems  are  results  of  t.vp- 
ing  a  line  of  more  than  80  (or  88)  charac- 
ters. 


132     NOVEMBER  1987 


How  to  Enter  Programs 

THE  PROGRAM  WON'T  RUN!! 

This  is  the  hardest  of  problems  to  re- 
solve; no  eiTor  message  is  displayed,  but 
the  progi-am  just  doesn't  i-un.  This  can  be 
caused  by  many  small  mistakes  tj'ping  a 
progi-am  in.  First  check  that  the  program 
was  wiitten  for  the  computer  you  ai"e  us- 
ing. Check  to  see  if  you  have  left  out  any 
lines  of  the  program.  Check  each  line  of 
the  progi-am  for  tj^pos  or  missing  paiis.  Fi- 
nally, press  the  RUN/STOP  key  while  the 
progi'am  is  'ninning'.  Write  do%vn  the  line 
the  program  broke  at  and  tiy  to  follow  the 
program  backwards  fi-om  this  point,  look- 
ing for  problems. 

IF  ALL  ELSE  FAILS 

You've  come  to  the  end  of  your  rope. 


You  can't  get  the  program  to  run  and  you 
can't  find  any  errors  in  youi-  typing.  What 
do  you  do?  As  always,  we  suggest  that  you 
try  a  local  user  group  for  help.  In  a  group 
of  even  just  a  dozen  members,  someone  is 
bound  to  have  t\-ped  in  the  same  program. 
The  user  group  may  also  have  the  pro- 
gram on  a  library  disk  and  be  willing  to 
make  a  copy  for  you. 

If  you  do  get  a  working  copy,  be  swe  to 
compare  it  to  your  own  version  so  that  you 
can  learn  from  yom-  errors  and  increase 
you  underetanding  of  programming. 

If  you  live  in  the  countrj.',  don't  have  a 
local  user  gi-oup,  or  you  simply  can't  get 
any  help,  wTite  to  us.  If  you  do  winte  to  us, 
include  the  following  information  about 
the  progi'am  you  are  having  problems 
with: 


The  name  of  the  program 
The  issue  of  the  magazine  it  was  in 
The  computer  you  are  using 
Any  eiTor  messages  and  the  line 

numbers 
Anything  displayed  on  the  screen 
A  printout  of  your  listing  (if 

possible) 
All  of  this  information  is  helpful  in  an- 
swering youi"  questions  about  why  a  pro- 
gram doesn't  work,  A  letter  that  simply 
states  "I  get  an  error  in  line  250  whenever 
I  run  the  program"  doesn't  give  us  much 
to  go  on.  Send  your  questions  to: 
Commodore  Magazine 

1200  Wilson  Drive 

West  Chester,  PA  19380 

ATTN:  Program  Problem 

Have  fun  with  the  programs!  Q 


HOW  TO  USE  THE  MAGAZINE  ENTRY  PROGRAMS' 


The  Magazine  Entiy  Progi'ams  on  the 
next  pages  are  two  BASIC  machine 
language  progi'ams  that  will  assist  you  in 
entering  the  programs  in  this  magazine 
con'ectly.  There  ai'e  versions  for  both  the 
Commodore  64  and  the  Commodore  128. 
Once  the  program  is  in  place,  it  works  its 
magic  without  you  ha"ving  to  do  anything 
else.  The  program  will  not  let  you  enter  a 
line  if  there  is  a  t>'ping  mistake  on  it,  and 
better  yet,  it  identifies  the  kind  of  en-or  for 
you. 

Getting  Started 

'Tj'pe  in  the  Magazine  Entry  Progi'am 
carefijlly  and  save  it  as  you  go  along  (just 
in  case).  Once  the  whole  progi'am  is  typed 
in,  save  it  again  on  tape  or  disk.  Now 
RUN  the  program.  The  word  POKING 
%vill  appear  on  the  top  of  the  screen  with  a 
number.  The  number  will  increment  from 
49152  up  to  49900  (4864-5545  on  the  128) 
and  just  lets  you  know  that  the  progi'am  is 
running.  If  eveiything  is  ok,  the  progi'am 
will  finish  running  and  say  DONE.  Then 
type  NEW.  If  there  is  a  problem  with  the 
data  statements,  the  progi'am  will  tell  you 
where  to  find  the  problem.  Othei-wise  the 
program  will  say  "mistake  in  data  state- 
ments." Check  to  see  if  commas  ai'e  miss- 
ing, or  if  you  have  used  periods  instead  of 
commas.  Also  check  the  individual  data 
items. 

Once  the  progi-am  has  run,  it  is  in 
memoiy  ready  to  go.  To  activate  the  pro- 
gram type  SYS49152  (SYS4864  on  the 
1281,  and  press  RETURN.  You  are  now 
ready  to  enter  the  programs  fi'om  the 
magazine.  To  disable  the  Entry  Pi'ogi'am, 
just  type  KILL  ( RETURN' i  on  the  64  or 


SYS4867  on  the  128. 

The  checksums  for  each  line  are  the 
same  for  both  the  64  and  128,  so  you  can 
enter  your  64  programs  on  the  128  if  you'd 
like. 

Typing  the  Programs 

All  the  BASIC  progi'am  Hstings  in  this 
magazine  that  are  for  the  64  or  128  have 
an  apostrophe  follow'ed  by  four  letters  at 
the  end  of  the  line  (e.g.,  'ACDF).  If  you 
plan  to  use  the  Magazine  Entiy  Progi'am 
to  enter  youi'  programs,  the  aposti'ophe 
and  letters  should  be  entered  along  with 
the  rest  of  the  line.  This  is  a  checksum 
that  the  Magazine  Entiy  Progi'am  uses. 

Enter  the  line  and  the  letters  at  the  end 
and  then  press  RETURN,  just  as  you  nor- 
mally would, 

If  the  line  is  entered  con'ectly,  a  bell  is 
sounded  and  the  line  is  entered  into  the 
computer's  memory  (without  the  charac- 
ters at  the  end). 

If  a  mistake  was  made  while  entering 
the  line,  a  noise  is  sounded  and  an  error 
message  is  displayed.  Read  the  error  mes- 
sage, then  press  any  key  to  erase  the  mes- 
sage and  correct  the  line. 

IMPORTANT 

If  the  Magazine  Entiy  Program  sees  a 
mistake  on  a  line,  it  does  not  enter  that 
line  into  memory.  This  makes  it  impossi- 
ble to  enter  a  line  incorrectly. 

Error  Messages  and 
WTiat  They  Mean 

There  are  five  error  messages  that  the 
Magazine  Entry  Program  uses.  Here  they 
ai'e,  along  with  what  they  mean  and  how 


to  fix  them. 

NO  CHECKSUM:  This  means  that  you 
forgot  to  enter  the  apostrophe  and  the  four 
letters  at  the  end  of  the  line.  Move  the 
cursor  to  the  end  of  the  line  you  just  typed 
and  enter  the  checksum, 

QUOTE:  This  means  that  you  forgot  (or 
added)  a  quote  mark  somewhere  in  the 
line.  Check  the  line  in  the  magazine  and 
coirect  the  quote. 

KE'il\'ORD:  This  means  that  you  have 
either  forgotten  a  command  or  spelled  one 
of  the  BASIC  keywords  (GOTO, 
PRINT. . )  incorrectly.  Check  the  line  in 
the  magazine  again  and  check  your  spell- 
ing. 

#  OF  CHARACTERS:  This  means 
that  you  have  either  entered  extra  charac- 
ters or  missed  some  characters.  Check  the 
line  in  the  magazine  again.  This  error 
message  will  also  occur  if  you  misspell  a 
BASIC  command,  but  create  another 
keyword  in  doing  so.  For  example,  if  you 
misspell  PRINT  as  FRONT,  the  64  sees 
the  letter  P  and  R,  the  BASIC  keyword 
ON  and  then  the  letter  T.  Because  it  sees 
the  keyword  ON,  it  thinks  you've  got  too 
many  chai'acters,  instead  of  a  simple  mis- 
spelling. Check  speUing  of  BASIC  com- 
mands if  you  can't  fmd  anything  else 
wrong. 

UNIDENTIFIED:  This  means  that  you 
have  either  made  a  simple  spelling  error, 
you  typed  the  wrong  line  number,  or  you 
typed  the  checksum  incorrectly.  SpelHng 
errors  could  be  the  wrong  number  of 
spaces  inside  quotes,  a  variable  spelled 
wrong,  or  a  woi'd  misspelled.  Check  the 
line  in  the  magazine  again  and  coiTect  the 
mistake.  n 
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The  Magazine  En(r\-  Programs  are  available  on  disk,  along  with  oiher  pnigranis  in  this 
magazine,  for  59.95.  To  order,  comact  Loadstar  at  I -800-83 1-2694. 


10  PRINT" [CLEAR] POKING  -"; 

20  P=49152  : REM  $C000   (END  AT 

49900/$C2EC) 
30  READ  A$:IF  A3="END"THEN  110 
40  L=ASC(MIDS(A$,2,1) ) 
50  H=ASC{MID$(A$,1,1) ) 
60  L=L-48:IF  L>9  THEN  L=L-7 
70  H=H-48:IF  H>9  THEN  H=H-7 
80  PRINT" [HOME, RIGHT12] "P; 

90  IF  H>15  OR  L>15  THEN  PRINT 
:PRINT"DATA  ERROR  IN  LINE"; 
1000+INT( (P-49152)/8) :STOP 
100  B=H*16+L:P0KE  P,B:T=T+B:P=P+1 

:GOTO  30 
110  IF  TO86200  THEN  PRINT 

:PRINT"MISTAKE  IN  DATA  -->  CHECK 
DATA  STATEMENTS": END 


120  PRINT" 


1000 
1001 
1002 
1003 
1004 
1005 
1006 
1007 
1008 
1009 
1010 
1011 
1012 
1013 
1014 
1015 
1016 
1017 
1018 
1019 
1020 
1021 
1022 
1023 
1024 
1025 
1026 
1027 
1028 
1029 
1030 
1031 
1032 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 


DONE" 
4C,1F 
00,00 
CI, 27 
C1,EA 
05, BD 
F8,60 
D9,04 
A0,05 
88,10 
4C,EF 
7B,4C 
A5,7A 
C9,01 
00,02 
00,40 
C9,3A 
C8,B1 
D0,P7 
7A,F0 
03, C0 
69,00 
13,60 
03,  EE 
CE,C1 
C0,90 
C0,60 
FB,B9 
A9,12 
06,20 
BC,C2 
18, B9 
10, F7 
02, 4C 


:END 

,C0,00 

,00,00 

,C1,2F 

, EA,EA 

,19, C0 

,60, A0 

,C1,D0 

,89, A2 

,F7,A9 

,C0,E6 

,79,00 

,C9,FF 

,D0,E7 

,20,74 

,A9,C1 

,10,02 

,7A,C9 

,B1,7A 

,37,C9 

,SD,03 

,8D,04 

,05,C0 

,06,C0 

,18,6D 

,03,EE 

,0A,A8 

,10,C0 

,20,D2 

,D2,FF 

,20,E4 

,08, CI 

,68,63 

,74,A4 


,00,00 
,00, 0D 
,C1,3F 

,4C,54 
,95,73 
,03, B9 
,F5,88 
,E3,99 
, 00,8D 
,7A,D0 
,A5,9D 
,D0,ED 
,20,2B 
,C0,90 
,C9,30 
,38,60 
,20,D0 
,60,18 
,22,F0 
,C0,AD 
,C0,4C 
,8D,05 
,EE,09 
,08,C0 
,07,C0 
,B9,0F 
,8  5,FC 
,FF,B1 
,C8,D0 
,FF,F0 
,20,D2 
,A9,00 
,4B,49 


,00,00 
,00,21 
,C1,4C 
,C0,A2 
,CA,10 
,00,02 
,10, F5 
,73,00 
,18, D4 
, 02,E6 
,F0,F3 
,A5,7B 
,C0,AD 
,DC,A0 
,30,06 
,18,60 
,03,C8 
,C8,B1 
,F5,6D 
,04,C0 
,8E,C0 
,C0,90 
,C0,4C 
,8D,08 
,EE,0A 
,C0,85 
,A0,00 
,FB,F0 
,F6,20 
,FB,A0 
,FP,8  8 
,8D,00 
,4C,4C 


1033 
1034 
1035 
1036 
1037 
1038 

1039 

1040 
1041 
1042 
1043 
1044 
1045 
1046 
1047 
1048 

1049 
1050 
1051 
1052 
1053 
1054 
1055 
1056 
1057 
1058 

1059 
1060 
1061 
1062 
1063 
1064 
1065 
1066 
1067 
1060 

1069 

1070 
1071 
1072 
1073 

1074 
1075 
1076 
1077 
1078 

1079 
1080 
1081 
1082 
1083 

1084 
1085 
1086 
1087 
1088 

1089 
1090 
1091 
1092 
1093 


DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 
DATA 
DATA 

DATA 
DATA 
DATA 

DATA 
DATA 


91 
20 
20 
0D 
45 
20 
41 
4E 
49 
48 
C8 

09 
38 
13 
Bl 
04 
C0 
03 
B9 
C8 
C2 

8D 
85 
89 

7B 
C0 

A8 
06 

BA 
00 
18 
EF 
9D 
F4 
8D 
19 

C2 

C0 
AD 
C0 
AD 

C0 
C0 
41 
19 
C2 
C0 
03 
3D 
CD 
CD 

4C 
C0 
D4 
8D 
81 

C2 
11 
C2 
04 
FD 


91 
20 
20 
51 
59 
4F 

43 
49 
45 
45 
Bl 

10 
88 
A9 
7A 
D0 
A0 
F0 
40 
D0 
A0 

3C 
02 
CI 
20 
F0 

C0 
20 
C0 
02 
6D 

CI 

00 
60 
09 
90 

AD 
AD 
04 
68 
00 

38 
40 
8D 
90 

AD 

A0 
D0 
03 
3E 
3F 

4B 
A9 
A9 
18 
20 
40 
20 
A9 
D4 
CA 


0D 
20 
20 
55 
57 
46 
54 
44 
44 
43 
7A 

03 
88 
00 
9D 
F5 
00 
F0 
03 
F5 
09 

03 

A0 
20 
7C 
D0 

4C 
8D 
4C 
20 
07 

88 
02 
18 
C0 
06 

0A 
03 
C0 
6D 
C0 

E9 
52 
0C 
06 
0B 

01 
20 
D0 
03 
03 

C0 
20 
09 
D4 
DF 

D9 
DF 
00 
A2 
D0 


,20 
,20 
,20 
,4F 
,  4F 
,20 

,45 
,45 
,00 
,4B 
,D0 

,4C 
,B1 
,91 
,3C 
,60 

,B9 

,08 
,F0 
,20 
,A9 

,88 

,00 
,ED 
,A5 
,24 

,CE 
,00 
,CE 
,74 
,C0 

,A2 
,F0 
,AD 
,38 
,8D 

,C0 

,C0 
,6D 
,08 
,6D 

,19 
,C2 
,C0 
,8D 
,C0 

,AD 
,C8 
,17 
,D0 
,D0 

,98 

,8D 
,8D 
,60 
,C2 

,C2 
,C2 

,8D 
,70 
,FA 


20, 

20, 

20, 

20 

20, 

20, 

20, 

20 

20, 

20, 

20, 

91 

54, 

45, 

00, 

4B 

52, 

44, 

00, 

23 

43, 

48, 

41, 

52 

52, 

53, 

00, 

55 

4E, 

54, 

49, 

46 

4E, 

4F, 

20, 

43 

53, 

55, 

4D, 

00 

FB, 

84, 

FD, 

C0 

84, 

CI, 

88, 

88 

7A, 

09, 

27, 

D0 

7A, 

C8, 

A2, 

00 

03, 

C8, 

E8, 

E0 

A9, 

04, 

4C, 

CA 

00 

02, 

99, 

40 

D0, 

F5, 

A0, 

00 

E6, 

99 

00, 

02 

96, 

01, 

40, 

12 

00, 

99, 

03, 

00 

10 

F7 

,A9 

,80 

20 

58 

rCl 

,20 

01 

E6 

,7A 

,E6 

A0 

00 

r20 

,80 

02 

F0 

,06 

,40 

CI 

,C9 

,22 

,D0 

4C 

,CE 

,01 

,20 

CI 

,A0 

,00 

,B9 

00 

,C8 

,90 

,0A 

8D 

,07 

,00 

,40 

00 

,89 

,00 

,02 

04 

,E8 

,08 

,D0 

09 

,C0 

,69 

,41 

AD 

,  0A 

,00 

,E9 

0A 

,C0 

,40 

,10 

69 

41 

,8D 

0A 

6D 

05 

,C0 

48 

06 

C0 

3D 

00 

00 

8D 

,0B 

C0 

07 

00 

,8D 

00 

90 

06 

,8D 

00 

AD 

0C 

00 

69 

AD 

0B 

,00 

E9 

0B 

00 

,40 

,67 

69 

41 

,8D 

0B 

09 

,C0 

,CD 

30 

AD 

0A 

,00 

,CD 

08 

AD 

,0B 

,C0 

0E 

AD 

,00 

,C0 

06 

20 

,C0 

,C2 

48 

,68 

,40 

,CA 

00 

,D4 

,8D 

,01 

05 

,D4 

,A9 

,0F 

20 

,A9 

,02 

,A9 

A9 

,80 

,20 

,DF 

20 

,A9 

,02 

,A9 

A9 

,10 

,20 

,DF 

04 

,D4 

,60 

,8D 

A0 

,00 

,88 

,D0 

60 

,END 

JHD) 
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1036 

DATA 

43, 54, 45, 52, 53, 00, 55, 4E 

5  TRAP  200 

1037 

DATA 

49, 44, 45, 4E, 54, 49, 46, 49 

10  PRINT" [CLEAR] POKING  -"; 

1038 

DATA 

45,44,00,4E,4F,20,43,48 

20  P=4864  :REM  $1300   (END  AT 

1039 

DATA 

45,43,48,53,55,40,00,08 

5545/$15A9) 

1040 

DATA 

B1,3O,D0,FB,C0,06,10,03 

30  READ  A$:IF  A$="END"THEN  110 

1041 

DATA 

40,69,14,88,88,88,88,88 

80  PRINT" [HOME, RIGHT12] "P; 

1042 

DATA 

El, 3D, C9, 27, 00, 13, A9, 00         j 

100  B=DEC(A$) :POKE  P,B : T=T+B : P=P+1 

1043 

DATA 

91,3D,C8,A2,00,B1,3D,9D 

:GOTO  30 

1044 

DATA 

00,0B,C8,E8,E0,04,D0,F5 

110  IF  T059311  THEN  PRINT 

1045 

DATA 

60,4C,5C,15,4C,C5,14,A0 

:PRINT"MISTAKE  IN  DATA  — >  CHECK 

1046 

DATA 

09, A9, 00, 99, 06, 13, 80, 00 

DATA  STATEMENTS": END 

1047 

DATA 

0B,88,10,F7,A9,80,85,FO 

120  PRINT"DONE":END 

1048 

DATA 

A0,00,20,3F,14,20,AE,14 

200  PRINT:PRINT"DATA  ERROR  IN  LINE"; 

1049 

DATA 

20,0O,4  3,84,FA,A0,FF,20 

1000+INT( CP-4  864)/8) :END 

1050 

DATA 

67,13,F0,O8,24,FD,F0,06 

'l000  DATA  4C,1E,13,4C,3A,13,00,00 

1051 

DATA 

20,8F,13,4O,8F,14,C9,22 

1001  DATA  8E, 00, F7, 00, 42, 41, 51, 57 

1052 

DATA 

00, 06, 20, 74, 13, 40, 8F, 14 

1002  DATA  0D, 00, 00,43,08, 14, 0E, 14 

1053 

DATA 

20,9F,13,4C,8F,14,A0,00 

1003  DATA  16, 14, 26, 14, 33, 14, A9, 00 

1054 

DATA 

B9, 00,02,20,56, 13,08,90 

1004  DATA  8D, 00, FF, AD, 04,03,80,12 

1055 

DATA 

0A,18,6D,0A,13,8D,0A,13 

1005  DATA  13, AD, 05, 03, 8D, 13, 13, A2 

1056 

DATA 

40, 80,14,88, 60, 18, AD, 0C 

1006  DATA  4A,A0, 13, 8E, 04,03,80,05 

1057 

DATA 

13, 69, 41, 80, 00, 13, 38, AD 

1007  DATA  03, 60, AD, 12, 13, 80,04,03 

1058 

DATA 

0D,13,E9,19,90,06,8D,0D 

1008  DATA  AD, 13, 13, 80, 05, 03, 60, 6C 

1059 

DATA 

13, 40, OF, 14, AD, 00,13,69 

1009  DATA  12,13,A5,7F,O0,F9,AD,00 

1060 

DATA 

41, 80, 00, 13, AD, 06, 13, 60 

1010  DATA  02,20,5B,13,90,F1,A0,00 

1061 

DATA 

08, 13, 48, AD, 07, 13,60,09 

1011  DATA  4C,6F,14,C9,30,30,06,C9 

1062 

DATA 

13,8O,0F,13,68,6D,0B,13 

1012  DATA  3A, 10, 02, 38, 60, 18, 60, 08 

1063 

DATA 

8D,0E,13,AD,0F,13,6D,0A 

1013  DATA  B1,3D,C9,20,D0,03,C8,D0 

1064 

DATA 

13, 80, 0F, 13, 38, E9, 19, 90 

1014  DATA  F7, 31,30,60, 18, C8,B1, 3D 

1065 

DATA 

06, 80, 0F, 13, 4C, 05, 15, AD 

1015  DATA  F0,35,C9,22,F0,F5,6D,06 

1066 

DATA 

0F,13,69,41,8D,0F,13,AD 

1016  DATA  13, 80,06,13, AD, 07, 13, 69 

1067 

DATA 

0E,13,E9,19,90,06,8O,0E 

1017  DATA  00,80,07,13,40,75,13,18 

1063 

DATA 

13,4C,1A,15,AD,0E,13,69 

1018  DATA  60,08,13, 80,08,13, 90, 03 

1069 

DATA 

41,8D,0E,13,A0,01,AD,0C 

^1019  DATA  EE,09,13,EE,0C,13,60,18 

1070 

DATA 

13,00, 00, 0B, 00, 20, C8, AD 

Sr020  DATA  60,08,13,80,08,13,90,03 

1071 

DATA 

00, 13, CO, 01, 08, 00, 17, 08 

1021  DATA  EE,0A,13,EE,0D,13,60,0A 

1072 

DATA 

AD,0E,13,OD,02,0B,D0,0E 

1022  DATA  A8,B9,14,13,85,FB,B9,15 

1073 

DATA 

AD, 0F, 13, CD, 03, 08,00,06 

1023  DATA  13,85,FC,A0,00,8C,00,FF 

1074 

DATA 

20, 89, 15, A4, FA, 60, 98, 48 

1024  DATA  A9,12,20,D2,FF,B1,FB,F0 

1075 

DATA 

68,4O,AF,13,A9,04,4C,AF 

1025  DATA  06,20,D2,FF,C8,D0,F6,20 

1076 

DATA 

13,A9,00,8D,00,FF,A9,20 

1026  DATA  79,15,20,A3,15,20,E4,FF 

1077 

DATA 

80, 00, 04, 8D, 01, 04, A9, 09 

1027  DATA  F0,FB,A0, IB, B9,EF, 13,20 

1073 

DATA 

80, 05, 04, A9,0F, 80,18,04 

1028  DATA  D2,FF,88,10,F7,68,68,A9 

1079 

DATA 

60, 20, 61, 15, A9, 81, 20, 9C 

1029  DATA  00, 80, 00, 02, 4C, 87,40,91 

1080 

DATA 

15, A9, 80, 20, 90, 15, 40, 96 

1030  DATA  91,00,20,20,20,20,20,20 

1081 

DATA 

15, 20, 61, 15, A9, 11, 20, 90 

1031  DATA  20,20,20,20,20,20,20,20 

1082 

DATA 

15, A9, 10, 20, 90, 15, A9, 00 

1032  DATA  20,20,20,20,20,20,91,00 

1083 

DATA 

80, 04, 04, 60, 80, 04, 04, A2 

1033  DATA  51, 55, 4F, 54,45,00,43,45 

1084 

DATA 

70,A0,00,8  8,D0,FD,CA,D0 

1034  DATA  59, 57, 4F, 52, 44, 00, 23, 20 

1085 

DATA 

FA, 60, END 

1035  DATA  4F, 46, 20, 43, 48, 41, 52, 41 

IND 
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CDMMODOREe 

Commodore  Computers 

Commodore  computers  are  the  perfect  way 
to  enter  the  world  of  computers! 
We  offer  a  variety  of  sophisticated, 
user-friendly  computers  to  choose  from. 

COMM 
COMM 

COMMODORES 

ODOREs 
ODOREc 


IODOREe 
i"H?iODOREs 

C^i~:~IODOREK 


COMMODORES 

Commodore  Business  Machines,  Inc. 
1200  Wilson  Drive  •  West  Chester,  PA  19380 
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FREE  VOUR  CHILDREN 


"deo  game  machines  do  little  more  than  trap 
your  children  in  on  unproductive,  limited  world.  It's  not 
that  playing  games  is  bad,  It's  just  that  there's  a  whole 
bt  more  to  life  than  blasting  space  monsters. 

That's  why  your  children  need  the  Commodore  64.' 
The  Commodore  64  is  a  full  function,  affordable  home 
computer  that  frees  them  to  explore  whole  new  worlds. 

Thousands  of  programs  are  available  to  help  your 
children  prepare  for  anything  from  a  third  grade  math 


plines  like  math,  science,  and  English. 

The  Commodore  64  can  also  introduce  your  chil- 
dren to  the  finer  things  in  life— like  art  and  music. 

The  Commodore  64  even  beats  video  game 
machines  on  their  home  ground,  by  offering  kids  a 
selection  of  hundreds  more  games  than  all  video  game 
machines  combined.  Games  that  are  educational, 
informative— and  a  whole  lot  of  fun. 

So,  don't  let  your  children  get  trapped.  Free  them 

with  the  Commodore  64. 

$100  FREE  OFFER  FOR  COMMODORE  64  BUYERS. 
Every  Commodore  64  comes  with  the  critically 


test  to  college  boards.  And  they  can  gain  serious     |#| l%f 

computing  skills  while  doing  it  A  comforting  |\|  \Jl^ 

thought,  because  according  to  one  estimate,  by      ^  a  ^  ■ 

the  time  your  children  are  ready  to  enter  the  job       C/\N  acclaimed  GEOS™  software  package,  which  includes 

market,  three  out  of  four  occupations  will  be    -^^^    i  i  0^w^  ■■  fLiH-function  word  processing  and  painting 

computer  related.  D^J  AACjRF  programs.  And  for  a  limited  time,  we're  also 

In  fact,  studies  suggest  that  students  who      -  i^-     ,  ,  offering  five  of  the  hottest  Epyx'  videogames 

get  computer  aided  instruction  tend  to  be  more  ^VlTH  ^   absolutely  free  with  your  Commodore  64  pur- 
motivated,  and  score  higher  in  the  basic  disci-      "  "  ■  I  ■■  w^  chase— a  value  of  over  $100* 

COMMODORE  64  E 


Comntxjdore.  the  Commodore  logo,  and  Corrrno- 
dore  64  are  registered  trademorks  o(  Comrriodore  Elec- 
•roAics.  Ltd  GEOS  is  a  trademark  of  Berkeley  Softworks 
Epyx  is  o  registered  trademark  of  Epyx.  Inc.  'Opfional  disk 
drive  and  mouse  or  joystick  required-  See  your  partici- 
pating Commodore  64  retailer  for  detoils.  Proofof  pur- 
ctiase  ond  warranty  CQfd  required.  Offer  expires  1/1/88. 
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AKING  MUSIC  HAS 
NEVER  BEEN  EASIER. 

Suddenly,  you're  a  rock  star.  Screech- 
ing, pulsating,  ihrobbing  with  sound.  You're 
ploying  music  on  your  computer.  There's  on 
invisible  band  in  your  bedroom.  Your  parents 
don't  understand  you  onymore— and  you 
like  it! 

What  happened?  Yesterday  you  didn't 
know  0  treble  c!ef  from  a  tuba.  Today  you're 
creating  mislake-tree  music  on  multiple  in- 
struments You've  discovered  the  revolution- 
ory  progrom  with  musical  intelligence. 
You've  discovered  Instant  Music:" 


c 


REATE  COLOR-CODED 
COMPOSITIONS. 


With  Instant  f^usic  you  con  actually  see 
the  music  you're  playing  with  color  bars  that 
appeor  on  your  screen.  Featuring  over  a 
dozen  instruments  to  choose  from,  you  se- 
lect the  ones  you  want  to  use.  Just  move 
your  joystick  or  mouse  to  draw  in  lines  of 
music.  It's  that  simple. 

You  can  compose,  too.  Instant  Music 
lets  you  copy  and  paste,  even  erase  your 
musical  Ideas.  So  improvise  ond  synthesize. 


Screen  shol  lepresenrs  C64  version. 


Experiment  with  different  arrangements  or 
Choose  from  40  built-in  songs — jazz,  reg- 
gae, even  classical. 

FROM  SOLO  EXPRESSIONS 
TO  lAM  SESSIONS. 

Open  your  concert  with  a  boss  guitar 
solo.  Then  rip  into  o  real-time  rock  out  and 
jam  with  the  interactive  bond  inside  your 
computer  Ploy  up  to  three  instruments  at 
one  time.  And  for  really  awesome  effects, 
ploy  out  through  a  MIDI  keyboard.  The  sound 
will  blow  your  socks  off! 

"IT'S  ONLY  ROCK'N'ROLL" 
DISK  INCLUDED 

Jom-packed  with  over  50  rock  tunes 
from  the  'SOs  to  Now.  (Included  with  C64 
version  ONLY) 


ISfl 


OW  TO  ORDER: 


u.    VISII  VOUR  RETAILER  OR  CALL  BOO-245-4SZ5  FOn  DIRECT 

VISA  OB  MASTERCARD  ORDERS  (IN  CA  CALL  8(XI-562-in2)   The 
Direcl  Price  is  S29  95  tor  Ttie  C6i  version,  Apple  IIGS  c^d  Amiga 
versions  S49  95  To  t:uv  l^¥  r^o  I.  send  check  or  money  ofrtet  To 
Elecironrc  Arrs.  Direct  Soles.  PO  Box  7530  Sai  Mateo,  CA  94J03 
Add  S3  lor  sliipping  and  hor>Oling  (S5  CorKidion)  There  is  o  U-day 
money-bock  guorontea  on  direct  orders  Ins'ont  Mysic  ond 
Its Onlv  Roch'n  Roll  ate trodemorhs  ol  Electronic  Arts 

INSTANT  MUSIC. 
THE  POWER  TO  PLAY. 


Electronic  arts 
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